

Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possibie. 
From the originai editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in heiping us out, in whatever way possibie. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 
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Survive the Hero Ironing 


And now, it's time to take your 


.^Has answer: 

flace among the in this hot new PlayStation'" game console 
adventure. Exploreilliree worlds of 3-D gameplay right out of 

E ly's Hercules lihovle-with the original character voices, sound 
ts and music ttangle monsters like Hydra and the Cyclops, 
inate the Titans. Save Thebes from a hostile takeover. Hey, 
lame can make you immortal! 


Wcitrh out for spake- 
headedlledusj and her 
flatting Venom Spit. 


Heal-time 5-P landiapes 
and ipecial effects are 
cool when yotfre 
protecting lit. Olympus 
from a fire-breathing 


Slay multiple heads as yt 
face the vicious Hydra. 


f Titan attack. 


Defeat your enemies 
with your Power Sword. 


Think fast or the Cyclops will get you. 


Includes special five-color disc 


PlayStation 


Also available on PC CD-ROM 




www.vie.coni/hercutes 




















SIGNS AND SYMPTOMS 

OF DEPRESSION 


Persistent sadness and or irritability. 



Recurring thoughts of how much 
better life would be if you had 
Fighting Force or Tomb Raider XC. 


Statements such as, "I'm bad. 
I'm stupid. No one likes me." 


When depression strikes^ immediately seek the help of a 
trained professional at your local video game store. 

























Wiping secretions 






Research shows that the leading cause of depression 
among gamers is a noticeable lack of Eidos games. 

Fortunately, this deficiency can be treated both safely 

and effectively with games like Fighting Force 

naider II. But early intervention is crucial. Or else, 
uiily a matter of time before they threaten to do something 
really stupid, tike go to therapy. 
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INTERACTIVE 

You*ve been warned. 


WWW eidosinteractive.com 


TO RECEIVE PLAYING TIPS, CALL THE ElOOS HINT LINE (900)773-4367. Cosiofcall $0,95;fyiinuw, Must b-e or have parents permission.Touch tone phone required. 



1996 Eidos. Fighting Force, Tomb Raider 2. and Eidos Interactive are trademarks of Eidos Pk, PlaySiatlori and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. 

































It's time for my favorite section- 
Where we dream about cool new ideas! 





1 ^ we havM'f bHA around: for <a full yeor, you con 
big Rfipiwerimtiii «n our msg fnvrn i«ivm to Lmuo. 


PftfSmaa 


sCftiifu- 


*^LU€ can’t stq-p tainting 

ur COOL Neuj 1D€A5y AND 
You’ve GOT ^em you nmci-iT 
AS ujeuL use 


'know, I always look 
forward to writing 
this section for two reasons: First, it's 
the very last thing that J have to do before 
the book ships. Okay, so that's kind of a lame 
reason, but making a magazine is hard work, 
okay? Second (and of course this is the real 
reason that I like this section so much), 
enjoy the opportunity To jot down whatev¬ 
er happens to be bouncing around inside 
my brain at the moment, and share it with 
you guys. Whether it be about current 
trends or hot debates, I like to put my two-cents 

worth out there 
and hear what you 
have to say in return. 

Anyways, this 
month I don't really have 
any pressing concerns or 
hot topics to debate, so 
I've decided to lake this 
opportunity to make a bit 




of a statement about our fine mag, I don't know if you 
guys have noticed this yet, but we try to add some¬ 
thing new to each and every issue. See, we just can't 
stop thinking up coo! new ideas, and well if you've got 
'em, you might as well use 'em. 

This month we've added two brand-spank in 
new sections: Checkpoint, our software 
release schedule, and Q^, where 
you'll be able to find up-close interviews 
with the hottest talents in the industry. 
Our goal is to keep pushing the 
envelope, to continue to make 
the magazine better and better 
each month. 

So, don't forget to let us 
know what you think, and if 
you get any cool new ideas, be 
sure to pass 'em our way! 


A This 

monlb wfr intrt>du<e 
rtie P5M Q&A, and 
interview the moin 
bfain behind BhvSfU. 


CfH-RIS 5 l-RT€i 
■ED lTD-R-lN-C+HieF 


Even tbou( 
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mONTM ’5 


■'very issue, we match the best 
.games with today's hottest ih 
lustrators to create the PSM cover 
We take pride in creating quality 
original artwork, to present our mag¬ 
azine at the highest possible level. 

This month, we were glad to 
work with Bennett Harrison, the guy 
who actualEy created Blastol Hey, 
who could draw him better, right? 
Bennett has a background in anima¬ 
tion and character design, and now 
that he's hooked up with the game 
gurus at Sony, he's really kickin' 
some major butt, We can't wait to 
see what he comes up with next 
(characters for Blasto2, perhaps)? 








jr , " 


inHidly wnt w Mverot dSffurent 
skekhu^ eocb with o Gsmpl^ly 
take and uencifiB lealuring Edosto oi action., 
wsfo al reofily cool and funny,, but,... 


...You just ton'l do □ AloitO cow wdhout a 
fltoMo tebel Ttw skfitch a mudii man in Kino 
With wtioi: We were ihinkingi. Add in some 
ncuty Pear TRwpm^ and the sKige b set--. 


.1^ on tfnc^ that epHoiiitzes wfidt BfailNi b dB* 
nbo irt —blo^ng rescuing babes, and 

boldfig good in the prtKftsf I And ah yeahi We 
fhfcw bi a second bcdbe for good meosurel ^ 
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C++R1B Slate 

Ukes: Ail types of games 
Hobbies: Comics, Basketball 
Movies, Animation, Music 
Coolest April Fools Prank: 
Well, there vva$ one year 1 just 
went bananas and put poison in 
the city reservoir. Jee-hee! 


Bt€FH-en F«a5T 

Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, 
Comics, Seven-of-Nine 
Coolest April Fools Prank; 

I don't participate in April Fools 
because it goes against my reli- 
gion...So stop throwing the eggs! 



r 1' ' 

Nofuh 

Sill Paris 

- ^ 

i 

1 

Strategy Edflor 

Likes: Racing, Simulations 
Hobbies: DJ-ing, music 

Coolest April Fools Prank: 

One time 1 convinced everyone 
that 1 had been abducted by 
aliens. For some reason, they 
still believe it really happened. 

J 4p li ^ Cf.l' " ^S (>t-" 11 i ft' - ’■ 

Ukes: Flight Combat, Fighting 
Hobbies: Hong Kong Action 
Coolest April Fools Prank: 

Once night 1 lefttetsubishi all 
over the office floor. You should 
have seen the comedy when 
everyone came in 1 IKUZE 11 \ 

X*. 

"T" 

\ 

! 

_ J 
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Likes; Shooters, Racers, Fighters 
Hobbies: Screen writing, Game 

L 

Design, Classic Games 

Coolest April Fools Frank: 

Me and some friends dressed 
up like aliens and "abducted" 
Noah. He cried like a baby! 


Gm C+Hiei-CHf 1 N 

Japanese CorresporifierM 

Likes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 
Coolest April Fools Prank: 
You're talkin' to the Master—! 
was the ore who made up that 
whole ridiculous "M2" thing! 




Ff^OUMflN 
Managing Editor 

What he does: 

r-a "s o of copy, 
-Wea.. Cl If T f -jses Makss 
a Im of threads op<>v syeds 
Coolest April Fools Prank: 

3 i c.. bsi everyone that 

m c r '‘r jh eai a vvhole v\'aTermel- 
or ‘ The io' e was on them though, 
nn , e enougn ate it all' 

Charles' Quote of the Month: 

I w!sF I r^ad some waiermeion," 



€uq-ene 
UUiqNQ 
Art Director 

What he does: 

Directs arf and licks 
nv>ijses eights ooo on fire. 
Coolest April Fools Prank: 

Id have to go with the year that I left a 
flaming bag of poo m front of Nintendo 
President Fliroshi Yamauchi's door You 
shoulda seen that old coot hop like he 
was Q'abbin' a mushroom! 

Bug's Quote of the Month: 

"Poo... It smells like... Victory^" 



Lieiaj 

Graphic Designer 

What he does: 

Design:-, kick-ass 
riages foi I'-e ■ad rid's 
tup P;avSidt'Cin -Tiag 


Constar’fy munioies sorneihing about 
"06*0-0 svveet, cJ'i>;r'>i.atey revePae" 

Coolest April Fools Prank; 


When no one vvas looking, I pul 
chocolate in my frsend Reese's peanut 
butter! But he loved it, and now he's a 
milkonaire. Man, I really hate that guy, 

Gary's Quote of the Month: 

"I coulda been the Candy Kingll!" 




0 , which magazine Is best for you, Official 
or Unofficial? That's easy. You want inde¬ 
pendent, unbiased coverage, and you want 
to know that what you're reading is noth¬ 
ing but the truth. You can only get this 
with an UN-official magazine. An offi¬ 
cial book has to answer its Corporate 
Sponsor, And whose best Interests 
do you think they're looking out for? 

PSM is created by us and no one else. 

Nobody has to approve our pages before 
they’re printed and nobody, not anybody, can 



make us say what we don't believe to be true. We 
write about what we want to and put what we 
want on our cover. 


This is the kind of honest, straightfor¬ 
ward coverage that you can only get 
with an unofficial magazine, We 
understand that our readers come 
first, and we would never, EVER 
betray your trust. 


This is our promise to you, the hard-core 
PlayStation gamer, who deserves nothing less. 
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WlhdoM^ns CempklJWs 


sister s 
it just vvertt 


f stealing 
anytliirtg giyes 


me a rush. 


prefer sleeky fast cars 
with room in the back. 
Know what I meanI?” 




YOU MUST BL 1 


OR OLDER 


PC CD*R0M 























































It’s a crime. 




It s all 

about tiiree * 

things - fast carS( 
easy inoxiey artd.»« 
fast cars.” 


I dunuo wliat s so special here* 
It*s a game about everyday 
life, ain't it?” 


Using a ^—" 
flajue thrower 
on a rival gang 
just gives me that 
warm and fujazy 
feeling all over*” 



wiiirw*graiicltlieftauto.com 
















































Resident Evil 2 


Need To Knew, Pt. 2 

► pg. B3 ^ 

This month we're taking you 
through both Claire's and 
Leon's B games 
game to its 
two comprehensive 
walkthroughs, ail the 
maps, and all the items 
for the B games, this 
guide brings you everything else you 
need to know about RE2 that we 
couldn't fit in last month! 


Breath of Fire III 

Secrets Guide 




► pg. 5G 

As if this game wasn't already 
deep enough, we've gone in and 
uncovered a ton of extra ^rtPik 
abilities, and option< 
give you even more gamepiay 
ground to cover! This guide is 
to give all of you hard¬ 
core RPG fans even more 
work to dot [! 



Tl 1 


Btastoh finafly near^iirefease,so iffilrmeto see whatthehypeisall about. 
Check, out interview with the game's producer to find out 

His thougins 0pJtieN64/ahdlIi'M 
we sheiPl^rt searc hing.fgrjii ^ 

^^perthat, mov^il^fSrTO our deluxe four-oap prevfew tS^t a taste 
ffimat Blasto real^as to offer. It's lookina^eaTT^ollkodan'tiTiiss out) 
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COVER SIDRY 




Do you find yourseff 
weird titles that er 
everyone for a loop 
from the mainstrear 
gaming market? If sc 


Wacky Games! 


inexplicabiy drawn to those obsure 
emerge from nowhere to throw 
a loop? Do you enjoying branching out 
mainstream fist-fests that overwhelm the 
If so, then you'll definitely want 
check out our feature covering all the craziness 
that has been released for the PlayStation. Get 
ready to get wacky folks! 







































The latest PlayStation news and up-to-the-minute Info 


► Feature Story: More RPGs Headed Our Way!.PG. 12 

► Yaroze News...re. 14 

► Gossip.► PG. 17 

► Q&A: Blasto's Producer!..► pg. IB 

► Checkpoint! Release Schedule.Pa20 

► Nihon Game Otaku!.► PG.Z2 



This month’s new games, thoroughly tested by PSM experts 

► Flashback/Backlog..► PG.3D 



the best dirt on tomorrow's hottest games 


► Blaslo 
^ Rascal. 


► Triple Play '99. 

^ Powerboat Racing.. 

► Vigilante 8. 

^ Elemental Gearbolt. 

► Speed Racer. 

► Punky Skunk. 

k- Need for Speed III... 

► Gran Turismo. 


ffi.34 


.P9- 34 

.»■ pg. 38 

.-pg.39 

.•-pg.40 

.■-pg.4Z 

.»- pg.44 

.*^99-45 

.► pg.48 

.pg-49 

.pg.5D 



We've got loads of great new PlayStation games for you to see. 
if you’re half as exerted about the PlayStation as we are, then 
there's no time to ^are! Just use the list below to go directly to 
the games you're interested in: 


Arcade's Greatest Hits i. 

Atari Collection 2 ..... 

Beast Wats Transformers 

Blasto ... 

Breath of Fire III.. 

Diablo......... 

Elemental Gearbolt.. 

Gex; Enter the Gecko.. 

Gran Turismo.. 

HotStiots Golf. 

NCAA March Madness 




fdaed for Speed 3. pg 

..pg, 20 Newmann/Haas Racing..pg 

..pg. 27 Powerboat Racing......pg 

..pg. 34 Ponhy Skunk... pg 

..pg. 26 Rascal pg 

..pg. 20 Shadow Master.......pg 

..pg. 44 Speed Racer...pg 

..pg. 29 Theme Kospital............pg 

.,pg. 50 Triple Play '99....,..,... pg 

..pg.27 Vigilantes.pg 

..pg. 28 


49 

m 

40 

48 

38 

27 
4S 

28 

39 
42 


fGExLid 

Sticker 

I ► PE. 9Sb 

Decorate that lid with the 
PlayStation’s snappiest gecko! 





A sneak-peek at what's gonna be hot for next month 


I 


miujipmifipg _ -PG.8a^ 

The latest codes for all you addicts 

"7 

_ PG. 8B — 

You've got questions, we've got answers 

► Link-Up.... ► pg. 8G -• 

► Pause.► pg. B7 

► Fan Art. ► pg. 93 ’■ 

► Top This!. .pg. 95 -■ 

► PS........► pg. 95 — 

► Marketplace.►pg. SB 


► pg. 60 

Jf you plan on talking out The 
all evil, you'd better 
for some serious 
Diablo is littered 
numerous sub- 
and if you 
f to complete 
'll be reward- 
POW' 

lliat-s 

where we come in, 
with a list of 
quests and how 
to beat them. 


Diablo 

The Quests 
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These days, daily news is only a click away 
on the Internet. But what you can f get online 
is PSM’s exclusive in-depth coverage, with 


your camplere saurce for all rhe laresr in 
playsrarion neujs, rapics, and as-bir culrure 


more details and extra info. We dig deep to 
find the rea/story behind the headlines. 



afl success and public acceptance of Final Fantasy V!t in the companies 


began vying to get new RPGs to U.S, shores as soon as possible. At least five 
RPGs have already been announced for 1998, and a few more are in question. 
Others are likely in the works that we haven't even found out about yet! For 
now, here's a quick rundown of the RPGs that we know are coming in 1998. 

iHv: Siher Sbr Ginptete ■ Norliini Deiigni! 

For many people, the only reason to own 
a Sega CD was this excellent GarmeArts 
RPG. Now completely re-done for the 
PlayStation, with the same excellent 
translation and quirky storyline by the 
Working Designs crew, Lunar is a hotly 
anticipated title for RPG fans. 

4 Lunar tiike£ place on the nuMn, back when rhere 
were people living on it (II mu^ have been a long 
long time ago)* 



Granstreai Saia 



THQ is bringing this Zeida-i$h RPG 
to the U.S. market and it's expected 
late in the second quarter of 1988, 
Granstream Saga is unique in its use 
of polygonal models and compfetely 
action-oriented combat. THQ hopes 
that the game's original look and 
atmosphere will distinguish it from 


the rest of the RPG crowd this year. 



" All the com- 
bcif in 


Sogo is 
foMohl in a 


rear-time 

action format, 
with the 
same models 


that you use 
rn the rest of 
the game. 


Tales Of lestlDji-NHiH 

The best-seiling RPG in Japan will 
be getting the U.S, treatment 
courtesy of developer Namco, 
and it's expected late in the third 
quarter. In this adventure you will 
get to follow multiple generations 
of heroes over time. The game 
will have multiple endings based 
on who you choose to marry. 

Taies of Oestiny offers multiple story- 
Imas that deipend on htow you marry off 
your characters. 


Saga Fnntler ■ Seal 

Sony has picked up another Square- 
soft RPG and translated it for our mar¬ 
ket. While it's not as spectacular a 
release as last year's Final Fantasy 
VII Saga Frontier promises multiple 
characters to play and a deep 
Squaresoft plot You should start look¬ 
ing for this title this month! 

Square fanalicx will have another RPC to 
help scite them come late ^Aarch. 


Giilolen II- laiaaii 


The highly anticipated sequel to 
Konami's unique RPG Suikoden is 
in the works for a late 1998 release. 
Very little is known about the 
sequel, except that it will once 
again feature dozens of characters. 
This version will also have even 
more unique battle modes. 

4 The onginaf Sui'koden was a sleeper hit, 
so interest in the second installment should 
be very high. It^ gof our attention! 






Other titles that are not yet confirmed for a U.S. 
release include Square's XenoGears and Parasite 
EvBr Enix's Dragon Quest VH, and From Software's 


impressive Shadow Tower. You can bet that PSIVI 
will bring you the latest on every RPG as soon as 
the info becomes available, so stay tuned! 



companies. As^a result, all-third party cards have had. 
to be reversectenglneered, and something always 
seemed to get left out in the translation. This 
inevitably results in cards that don't fit into the memo¬ 
ry card slot, 'fat! to. save .correctly or don't save at all.. 

The new Performance Mega Memory Card is 
encased in a clear plastic molding- and has an easy^tcn 
read. LED display for organizing your saves. Neato, but 
does It work? We used th'is thing for over a week as 


multipage card by Performance may warrant an 
exception. Third-party uniicensed cards are noto¬ 
rious for being highly unreliable, artd we general¬ 
ly recommend avoiding them. As we have said in 
past issues, Sony Is the only cohipany that makes 
a reliable Triemdry. card, and It has no plans to 
share the technical specs with any third-party 


... 

COMPANY: Performance 
RELEASE OATEr Out Now 

PRICE: Unavailable at Press Time 


We normally .don't cover any unli¬ 
censed memory cards, but the new 
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ere are a few other 

_ notes of Interest in- 

duding the latest up-to- 
the-minute information on 
everything PlayStation. 

; .C3j3Com tias announced tiiat : 
Resident fvf/' ? soEd over 3B0,0D0 
copies in its first weekend. This 
: breaks safes records ciirrentfy hefd by 
such titfes as Sapec Mem 64, Tomb . 
Raider 2, and Fmf fmasy ViL 
Capcom accredits its success partly to 
the fact the game bad an unprece- 
ttented amount of pre-sates at various 
retail chains and at Capcom itself, 

Europe-based Infogrames [cce- 
stors of N^: V Rally} accjuired 
worldwide ^'rigiits to use the Loot^ev 
Tunes characters in videogames. 
Whether this means we'll see Bugs 
Bunny or Tweety in any garnes soon, 
however, remains to be announced. 

Sorvy annoLinced that, world¬ 
wide, they have shipped 30 millioi'i 
FIaySta lions. The breakdov'vn goes 
like this; 8.6 million to Europe, 10.65 
million to Japan, and 10.75 million to 
the United States. Go Sony I 

Continued on page 14 


tnaNJtq’R 


Ryu smaihkes Ken Full on in the jaw, UnForhinotely For 
Ken^ this \i ju&t the start of a devastoKng cortiba- 


Tim* for Ryu to itrike q 
ters look mixh smoother 


) pasel The 
thU time aroun 


potygi 

'ound. 


and chortle- 


Rlonko unleashes hb supef movel The 
effects are niore dromnlic then the oHgirKiL 


his year will see the arrival of Street Fighter EX 2 ir the 
arcades, and hopefully (fingers crossed} the PlayStation. 
Since the game looks to be using the same board as its prede¬ 
cessor (System 11), a PlayStation conversion is almost certain. 
The game is still in development in Japan, but as you can tell from 
these screenshots, it's coming along quite nicely. Capcom USA 
has made no announcement about SFEX2 whatsoever, but judg¬ 
ing by the success of the original PlayStation game, Capcom wilt 


hopefully bring it to American gamers as quickly as possible. 

So far, all that is known is that Blanka will be making his grand 
return to the Street f/ghferseries (we hope E, Honda's back too!), 
and that a "new control style" will be introduced, Of course 
favorites Ken and Ryu will make a comeback, and Doctrine Dark 
has also been confirmed. We're all huge fans of Sfreef r/ghter 
here, so we will definitely stay on the lookout for more informa¬ 
tion on the latest installment. So keep your eyes on these pages! 





Duke Nukem tikes oi 

Wlio Wants Some Mere? 

uke Nukem Is set to make, 
another appearance on the 
PlayStation later this year, but not in 
the way you might expect. The new 
game, titled Duke Nukem: A Time 
To Kifl will be fundamentally differ¬ 
ent from every other Duke weVe 
seen so far. 

This time, instead of the side¬ 
scrolling perspective of the early 
games or the first-person view in 
Duke 3D, the game will have a 
third-person perspective. Conse¬ 
quently, Duke is basically going to 
be a bit more like Tomb fla/eferthan 
Doom. The plot evidently involves 


^The n«w Pt/ke NuRein adventure 
will be more (ike Tomb Raider, 


Duke jumping between many different time zones and perhaps 
even dressing up in the fashion of each period. One thing we can 
count on, however, is Duke's own brand of irreverent hurmor 
staying intact. Currently in development at N-space for GT 
Interactive, Duke Nukem: A Time To Klk is slated for a third- or 
fourth-quarter release. 





< Ws official— 
Resident ivii 2 is 
the first monster 
hitof 199S< 


Harder 2 
tiw#1 
s|H9t taraugif fh* 
Chn$lmai jeaun. 


^ DIQVCtfltinn PhQPtO vour monthly look at the 

rlUJf UldllUII llllOl lu best-selling PlayStation games 

\ f -Evil E 


January sales from Electronics Bcutlque were no surprise to 
anybody —Resident M 2 destroyed alt comers with a big 
pre-ordering campaign end an Insane amount of player inter¬ 
est. This game should stay on ihe charts for quite same time! 


Every month, NPD, a marketing research company, surveys a 
host of retailens to find out what games are selling well, ifs 
really no surprise that Eidos' To/nbAa/der2 reigned supreme 
over Christmas, topping the NPD charts for December. 


1 ^ Resident Evil 2 

2 ► WCW Nitro - Wrestling games am heating up! 

3 ► Rnal Fantasy Ta(;tics - Square does it again I 

4 ► Tomb Raider II - Lara s always near the top. 

5 ► Alundra - The RPG fans have spoken. 

6 ► Cool Boarders 2 - Looks like a winter hit 

7 ► NBA Live '9& - Sales slay strong for hoops season. 

8 > Crash Bandicoot 2' Crash still brings 'em in, 

9 ► NFL GameDay "98 - Look for sales to slow down. 

10 ► Crash Bandicoot - Wow, two games on the list! 


1 ^ Tomb Raider 2 

2 ► Crash Bandicoot 2 - Crash was Sony's big winner 

3 ► NBA Live "98 -This game has sold over a millionl 

4 ► NFL GameDay '98 - Hot for football season, 

5 ► Crash Bandicoot - Fans went for the new price. 

B ► Madden NFL '98 - Not on top, hut stiJI doing well 

7 ► Nascar "98 - A steeper hit, but big with racing fans. 

8 > Final Fantasy VII - Still doing the big numbers. 

9 ► Jet Moto 2 - Maybe not as high as hoped. 

10 ► Frogger - Hd(w did this game make the list? 


V 


the main card for many of our saved games, and lo and 
behold^we never lost a save! 

As for how it works, three banks each Hold eight 
pages with 15 blocks for each page. All.totatled, that's 
360 blocks of memory. This means the. games that 
only allow one save per card, such as Tomb. Raider 2, 
can be saved to blocks on multiple different pages on 
this single card. This eliminates the need to have, more 
than one rnemory card, if you should need more than 


just the standard 15.blocks of memory. 

If you need lots of memory, then the mega menm 
pry card may be worth looking into. We still recom¬ 
mend that you normally stick with licensed memory 
cards, but it looks as if there Is finally a working multP 
page card v^orth your money, even Though it's taken 
just about over two years to get it right. 

RATING: V; 


ULTRA RACfeR 
COMPANV:. Performance ‘ ; 

RELEASE DATE: Out Now 
PRICE: ’Unavailable.at Press Time 

The number of racing controllers available for the 
PlayStation is staggering. So m.any different ones are 
out that there should be one for almost anybody. Enter 
the Ultra Racer from Interact. {ConUnuedon pg, 74f 


^ F5m lasB 
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^Contrnued from page 13 

Sony has openty acfmiued that 
it is indeed hringing Squene's awe- 
sonie sJiooter Bnhsndef to the U.S. 
No changes are going to be made 
except for minor translation. The 
release date is ourrentiy May S. 

i'i-- Psygnosis has leaked that 
Colony Wars 2 is already in. develop¬ 
ment Little is known other than the 
title; Colony Wars: Vendetta. 

In Namco News, Fac Man- 
Ghost Zone, thoygh rumoted to be 
deceased,-is apparerttJy alive and 
kicking after all. Namco confimied 
that the game is still in production tor 
a 1998 release, aititough with a dif¬ 
ferent development team. 

Activision has given the ill- 
fated game Apocalypse to an outside 
developer to finish, One change in the 
game so far is that you will now be 
playing as the Bruce Willis chai'acter; 
there is no word on whether he wilt 
have a partner or not 

fetol Evil J is evidentfy 
entering: pre-production In Capcom's 
Japanese' offices, wiiere- a brain¬ 
storming meeting has been held to 
Stan the ball rolling. Those who have 
finished the game probably already 
have 3 good idea of the location BE3 
is goirtg to lake piece as well as, 
which characters might be involved... 

Dana Gould will be replaced by 
British actor Leslie Pliilfips in the U.K. 
release of Gex2. The script is also to 
be entirely different so the humor will 
appeal to the European audience. 

Kaz Hirai from Sony will be sit¬ 
ting on the speaker panel opposite of 
Nintendo heavyweight Howard Lin¬ 
coln at the kickoff of E3 in Atlanta this 
year. Given tlie currently healed com¬ 
petition between the two companies, 
it is expected that the debate will be 
quite exciting. 

^9^ Twisted Metal J is in develop* 
mem at Sony Studios in San Diego 
(nope, SingleTrac won't be doing this 
one]. No release date was available 
at press time, but we'll know more 
pending an official an- 
nouncement from Sony. 


Net Yaroze Update 

|9Vfeelcom& to the hot spot for alf the latest and newest with Martc 
ISSlPVaroze info. This month we travel to IMew Zealand Coordinatoi 


Your monthly source 
for the latest Yaroze 
news and reviews 


lelcome to the hot spot for all the latest and newest 
'Yaroze info. This month we travel to IMew Zealand 
for an exclusive two-part look at a hot new development 
house, Sidhe Interactive, PSM had the pleasure of speaking 


with Mario Wynands, the company's Director/Project 
Coordinator, about Sidhe's upcoming PlayStation title. 
Chronicle. Chronicle started out on the Yaroze before Sidhe 
got an official license and dev kit from Sony 


PSM: How many staff members does 
Sidhe Interactive currently employ? 
Mario; There are three core members 
at the moment; a project coordina¬ 
tor/programmer (myself), a lead pro¬ 
grammer [Tyrone McAuley), and a 
lead graphic artist (Stuart Middleton). 

We are in the process of talking to 
two more graphic artists, and are 
looking to recruit a musician/sound 
technician and an additional pro¬ 
grammer in the next few months. 

PSM; How did you all meet up? 

Mario: Stuart is an old friend of mine (we 
started school together when we were 
five). We grew up sharing an interest in 
the strange and fantastic using fantasy 
role-playing, tabletop war gaming, and 
computer games as an outlet. Tyrone I 
met at university, We were both studying 
the same computer science courses and 
we became friends through the similari¬ 
ties of our personalities and the fact that 
we both had Amigas. 



ing as a contract programmer 
across a range of industries on a 
number of high-profile projects. 
Stuart has an Arts degree and 
has been working as a concep¬ 
tual design artist His talents 
lie in the fantasy and horror 
genres, 

All of us have dab¬ 
bled in game develop¬ 
ment (both computer- 
based and tabletop/ rofe- 
piaying based) on and off 
over the years, 

h 



PSM: Where did you and your team 
get your programming and artistrc 
knowledge? Did you learn it in school? 
Mario: I have a Computer Science de¬ 
gree and a Com me roe degree, the com¬ 
bination of which has given me a ground¬ 
ing in game development in technical 
areas such as artificial intelligence, 3-D 
computer graphics, and object-oriented 
programming, also in the more "fluffy" 
aspects such as business analysis and 
project management. I have worked as a 
management consultant with KPMG 
International and have worked more 
recently as a freelance management con¬ 
sultant and anatyst/programmer. 

Tyrone also has a Computer Science 
degree and has the same technical foun¬ 
dation as myself. Tyrone has been work¬ 


4 Sure it loolu early noWf but |ust you wavt,,, 


PSM; The premise and design of 
Chronicle seems rather interesting. 
Can you tell us more about the game? 
Mario: Our first title, Chroryicle, is a third- 
person action/adventure title that will be 
unlike anything seen before. If I can quote 
a section from our website: "Chronicle 
shall present a stylish aesthetic unlike 
what is so often the norm in this genre of 
gaming. Uninterested in long outworn 
fantasy conventions, we have sought to 
take the genre back to its roots—seeded 
in the depths of mythology and folklore. 

Imagine If you will a world of industri¬ 
al era grit—stone, steel, steam, oil—all 
roiled into an amalgam of the mad, the 
mystical the archaic, and the downright 


terrifying. A cold and dark, yet intriguing 
environment through which the gamer 
will guide the most unlikeliest of heroes, 
forced to fight for survival through several 
sprawling levels of anarchic gaming bliss. 
A rich blend of fantasy and horror Chron¬ 
icle will aim high, seeking to push the 
boundaries of the adventure genre." 

We can't say much about the actual 
characters and plot until we are a bit fur¬ 
ther down the track, although hints can 
be found on the website, From a techni¬ 
cal perspective, Chronicle will include a 
Newtonian-based physics model, an evo¬ 
lutionary goal-driven artificial intelligence 
engine, a powerful entity scripting en¬ 
gine, a dynamic camera system, and of 
course bucketloads of gameplay, 

PSM; What programs and develop¬ 
ment tools are you currently using to 
design Chronicle? 

Mario: We are using a number of tools 
for development. For the Playstation code 
we are using Codewarrior for PC tool 
development we are using Microsoft 
Visual C-K+. On the graphics side we are 
using Fractal Painter, Photoshop, Light¬ 
wave and 3D Studio MAX, 

PSM: When do you think the game will 
be finished and released? 

Mario: Depending on available resources 
w6 hope to release the title in the third 
quarter of 1999, 

That concludes the first part of our 
interview. For those of you who are 
further interested in Sidhe Interactive, 
you can find more info at their official 
website. Direct your browser to www. 
sidhexo.nz to get the full story on 
New Zealand's newest PlayStation 
development house. Come back next 
time for part two, boys and girlsf 



less fashion that you could: imagine,' ; 

The wheel's saving.gracev however, is the ability to 
re-map buttons as you choose. For most games, this 
allows you to set up the controller to your lifelng, which 
makes It usable in most cases . (sadly, not really ; for 
Wipeout XL). The problem is that you have to remem¬ 
ber where you set each of the buttons. Without its.lay- 
out probleftis, this controller would have rated better 
As it stands, the Ultra Racer is a competent effort that 
is comfortable to use as' long as you are willing to do.a 
little, customization. 

RATING: A 


(Continued from pg. 13) 

The Ultra Racer is a cross betyveen the impossi- 
bie-to-use "RC car" controllers and the tradi- ^ 
tional'steering wheel controllers found all 
over store shelves. As an analog 
wheel, the Ultra Racer shines, pro- 
viding tight analog control without 
taking up all the space a steeri'ng 
wheel and gas pedals require- Two ana¬ 
log buttons are on the controller's face, and an analog 
trigger on the bottom controls acceleration and brak¬ 
ing. 


The problems begin when you start took- 
1^^^ ing at the absolutely a\A^ul layout of some 
^ buttons. First of all, instead 

of putting a D-pad 'on the face of the 
wheel (probably the most obvious sole- 
™ lion), Interact opted to break the D-pad 
control into four tiny buttons underneath 
the wheel. Unfortunately, they were laid out in a way 
that makes them tofsilly unintuitive and useless, 
except In the most minor of menu maneuvering. Also, 
the R1, LI, R2. L2, buttons are on the face of the 
wheel and are unfortunately laid out in the most use¬ 
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Introducing the only game 


with the help of America's 

racing family. Newman/Haas Racing. Welcotne to the family. 


P(o/5ic»cii>n 
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You want more than just the latest headlines—you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
Well, look no further, because PSM always has its ear to the wall.... 


quare is hard at work on bring¬ 
ing Final Fantasy V to the 
PlayStation. Originally released on the 
Super NES, the classic RPG never 
made it to U,S. shores. Rumor has it 
that Square is adding a tot of cut 
scenes and redoing the entire opeiv 
ing montage, but it's still unclear 
whether Square intends to bring the 
game to the U,S, Some sources we 
contacted have suggested that 
Square feels bringing it to the U.S. 
market would confuse consumers, 
given the massive difference in tech¬ 
nology between FFVIIand FFV 



fantasy V ia definitely a atop 
111 fechnoloov from Final Fantasy 

confuse 



2 Underwiiy 


A ^ Sony remains tvghl-lipp«d obout 
Gran Tatisma 2^ b4Jt il looks like the 
Home is already in development 




he developer of Grand Turismo, Polys, is already said to be working on a sequel to its eagerly anticipated racing title, 
Although the game isn't even available yet in the U.S. and Sony refuses to comment on the possibility of a sequel, 
the team is already deciding what new cars to add and what new gameplay elements should be added. Additionally, the 
team is said to be spending extra time tweaking the physics engine to make the cars handle even more realistically. These 
same sources have hinted that the game could bo released in Japan as early as this Christmas, but there is no word yet on 
an estimated US release date. Fortunately, Gran Turismo 1 should more than enough to tide us over until thenf 



X in flux 


umor has it that Eight Cylinder, which was formed by a 
number of ex-Pulse employees, is said to have a deal with 
Psygnosis to bring its 3-D platform game. Flux, to the PlayStation. At the 
last moment, the deal allegedly fell apart despite promises made by Psyg¬ 
nosis. This move supposedly jeopardized the entire project for Eight Cylin¬ 
der, which has since worked a deal with an as-yet-unknown company to 
publish the title. Hopefully, we'lf learn more about this deal soon. 



A It looks like the future of Ffux 
dapends on a new publifher. 




H 


r 


I 


I rliil 








£ 



t the recent ATI European arcade show, Namco showed off its latest arcade coin- 
op, Time Crisis 21 The game featured an impressive dual cabinet set up that 
allowed two players to play cooperatively, but everyone's wondering how this will trans¬ 
late to the PlayStation. Well, rumor has it that the link cable is the solution. Two players, 
each with their own television, gun, and action button, nicely solves that problem. As with 
most Namco PlayStation releases, it's likely to be a long lime before the game ever hits 
home (it's still not available in arcadest, but a late 1999 release is the current target. 

^ Time Crisis already a gr^t shooter, and we can onty tmaginv the octton that would 
result from a two-ployer link'^up model Hopefully well see for ourselves in Time Crfsfr 2, 




ources close to Electronic Arts have 
- said that a secret project. Future 
Strike, is no longer going to be a part of the 
Strike series. For a while there was some ques¬ 
tion as to whether the game would come out 
at all, but sources have stated that the game is 
indeed still in development The switch is said 
to have occurred because the game's design¬ 
ers didn't want to be held back by the con¬ 
straints and gameplay mechanics that are tradF 
tional in the Strike series. For now, EA is inter¬ 
nally referring to the project as Mech K but this 
is only a working title. The game is rumored to 
be released In the fourth quarter of '98, 




A Appanenlly, Future Strike will 
riKik^ il£ departure fnem its con¬ 
stricting former series. Ihot sounds 
good as far as improvement goes! 



ources have indicated 
that Psygnosis and Re¬ 
flections are working on yet anoth¬ 
er WipeOut title for PlayStation. 
Details of the game's differences 
from the original and XL have yet 
to surface, but the title has sup¬ 
posedly been in development for 
the last six months. There is hope 
for a release by the end of 19981 


[tospite Psygnosis' earlier state¬ 
ments, it Eoolu tike another Wlpeouf 
game U on the way after all. 
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Beard is tnvolvQdsdSvery part of tfte 


game—from a*t to (fesign, to day-to-day 


managemeiil it veteran of toe 8- and 1€ 


bit eras, dortathan has worked on games 


such as Jbrassn; Par^ on toe SNES and 


Mook for toe NES and^^ameboy 


Jonathan took some iitoe-off from 


cronchtng on Btesto to spealiM 


PSM: From start to fioish, how long 
has B/asfa taken to make? 

JB: With pre-development, 'cause we 
spent a lot of time developing the char¬ 
acter and stuff, it's getting close to two 
years now. 

PSM: You've had a tot of release 
dates for Btasto. Why aft the delays? 

JB: When we started developing the 
game, we were really trying to pull out 
all the stops, and I think we didn't have 
enough staff at the start. Our team inn 
tially was only about six people, and that 
grew to about 14 people, eventually. So 
we kind of underestimated the amount 
of people we'd need for the amount of 
work we had to do. 

j PSM: Have you ever been, like, so 
i frustrated that you just wanria pistoh 
I whip someone like Blasto does? 


JB: {laughter! I think the whole team 
has. We spent this last year pretty much 
sleeping in our office the whole time, 


PSM: What was your goal when you 
started to design Biasto? 



JB: Our original idea was that we want“ 
ed to do a 3-D roaming game where you 
could go anywhere and have 
no restrictions at all, 
and would play out an 
adventure and a 
quest. We all were big 
fans of shooters, and 
thought 
that puz- 


^ toosfo erector 
Bennett Harrison 
had been sketching his 
choracter for years 
before it wns decid¬ 
ed to feotore him 
in the game. 


a game were very important, and explo¬ 
ration in a game was also very impor¬ 
tant But nobody had made a real 3-D 
shooter before. I mean, pretty much the 
closest anyone had come at that point 
was Doom, and that's first-person so it's 
very different. 

We were throwing a few ideas around 
of what we could do, and Ben [Harrison] 
pulled out a drawing of Blasto, which he 
did from time to time anyway—it was 
Ben's main character he always drew 
and we always loved him. And we were 



all just like "We should do Blasto," and 
started throwing around some ideas 
and the humor just began to fbw. Alt of 
us were just so sick of video games 
being dark future, post-apocalyptic 
nightmares and all that stuff, and we 
were like "pbbbbbt!" We were sick of 
that. Let's do something that's kind of 
goofy. So that's why we started going 
down this route, and it was a very organ¬ 
ic development, really, 

PSM: How much of an impact did 
Phil Hartman have on the look? What 
was he like to work with? 

JB: I actually didn't go down to the 
recording, because I was way too busy, 
which really sucked. But Ben went 
down, and Tom, Ben's lead artist, and 
Ami B la ire who is our marketing manag¬ 
er, and they said he was phenomenal. 
We'd always mimic Blasto, and 
we'd always be like, "it sounds like Phil 
Hartman." Somewhere around here 
Tve still got a list of voices to play 
Blasto, and Phil Hartman was right at 
the top of the fist. But realistically, we 
just never expected to be able to get 
him. We thought we'd be working with 


an unknown, then Kelly Flock and Ami 
Blaire, and Peter Dille, one of the heads 
of marketing, were all getting very 
interested in the game and the poten¬ 
tial of where it could go, and they were 
like, "Let's see if we can get him." It 
was amazing, it cost some money I'm 
sure, but.,, 

PSM: But that's just budget, right? 
What the heck. 

JB: Exactly. They went down there and 
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explained the characters him, and they 
showed him Blasto and supposedly he 
just changed and was like "Hi, I'm 
Captain Blasto"! It was amazing 
because Phil Hartman's humor was 
exactly in check with our humor, and he 
knew exactly what the character was 
about, I really don't Think we could have 
had a better choice for it. 

I'm at work, and Tm ail bummed out 
because they're all down there having 
fun with Phif Hartman, and he calls up 
and he's all, "Jay, this is Blasto..." 
(laughter). I'm like, "Oh sh'^t, Mr. 
Hartman, sir. I'm a big fanl" 

PSM: Were you thinking "score" at 
that point? 

JB: I was like, yeah, this is it, But he also 
sent a tape up that had him blasting 
away saying "Hi Tom," 'cause Tom's 
the lead animator on the game, "I like 
you better than Jay." Just goofy sh^^l 
like that. And he had it on his answer 
phone for ages, you know. "Tom Tobey 
isn't here right now,,," 

PSM: How did the "Blasto Babes" 
come about? 


JB: When we first started developing 
the game, Ben had some beautiful illus¬ 
trations of Blasto with babes wrapped 
around his leg. The main illustration he 
had was a babe thrown over his shoul¬ 
der, and Blasto picking off all these 
aliens, and we were like, "Wouldn't it be 
coo! if we could have him rescuing 
these babes"? 

From that, we knew there had to be 
"collectibles" in the game, There 
always has to be a driving reason to 
explore an environment, and I was so 
bored with stars and apples and what¬ 
ever the hell else there is for you to col¬ 
lect. We were just like hey, maybe we 
should just collect babes, and then it 
kind of went from there to, okay, if he's 
collecting babes, then each babe's gotta 
be different. But how are we gonna 
make them different? They're gonna be 
in bikinis, that's a given, but what are we 
gonna do then? Hey, let's make their 
animations a little more risque, and that 
was pretty much it. We didn't expect to 
go in that direction. 

PSM: What kind of stuff did you guys 
come up with that had to be taken 
out because it was just a little too 
over the top or too naughty? 

JB: Well, we had some naked babes. 

PSM: Now, was rt your idea to take 
those out, or did Sony see that and 
go, "excuse me, but..." 

JB: A bit of both. I mean, it's amazing 
how cool Sony've been about the whole 
thing. Because Sony're very concerned 
about their image, obviously. Multi¬ 
national. I was amazed at how much 
freedom they gave us. Some of the ani¬ 
mations in there, you've seen them, 
with a babe shaking her butt in your face 
and stuff, it was like, "They're gonna 
kick this back". But they never did. So 
we decided there was a line where it 
stopped being titillation and Benny Hill, 
ar>d became lewd and kind of vulgar, 
and we said, "We don't want to go that 
far". We want it to always be kind of 
questionable, but rot pornographic. So 
that's kind of where that distinction 
came. But for our own fun, we had 
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BIssto babes in pasties and nude ones 
and stuff and... 

PSM; Hey, is there gonna be a code 
for this stuff? 

JB: There may be, you know. Stranger 
things have happened. 

PSM: Do you acfvocate violence as a 
solution to political alien conflicts? 

JB: Definitely, I advocate any kind of vio¬ 
lence, especially if it has anything to do 
with aliens, f mean, theyVe all green. 

PSM: Yeah, and their heads explode. 
What other reason do you need? 

JB: Exactly, 

PSM: What do you think of Mario 

JB: I think it was a phenomenal game, I 
really do. Tm a big fan of games. Tve 
met IShigeru] Miyamoto. I actually got 
to hang out with him in Japan. 

PSM: Wow, how was that? 


JB: Dylan Cuthbert [our lead engineer) 
worked on Star Fox with Miyamoto, so 
we went and hung out in Kyoto in 
Japan, and I got to hang out with him 
and talk to him about what he liked and 
stuff. We kind of shot the sh'^t about the 
problems with making games in 3'D 
space, which is pretty interesting, you 
know—getting it from the master like 
that, Tm a big fan of almost any game, 
you know. 

PSM: What do you think of the 
Nintendo 64? 

; JB: Ifs a great system. I think that some 
serious mistakes were made with the 
philosophy behind it, and that their dech 
sion to use cartridges as their main 
medium was definitely not a good idea. 

There's a lot more freedom to get 
creative when youVe got a CD. You've 
got a lot more areas to add stuff. I used 
to work on a lot of Nintendo games on 
the NES, and we were very restricted 
by the amount of stuff we could put in a 
game, You're not restricted nearly as 
much when you've got a CD, which is 
very nice. 

PSM: What type of games would you 
like lo see more of? 

JB: I love shooters dude, and I think 
j shooters have gotten a bad rap. I can't 
I get enough of blowing stuff up. I really 
i can't. There needs to be a lot more 3-D 
roaming platform-based games that are 
\ shooters. I think that's relatively unex¬ 


plored. All the 3-D roaming games out 
there are games where you run around 
for 25 minutes and kill a couple of rats, 
or run around and jump on something 
and get a star. To me, that's boring. I 
wanna run around and blow the crap out 
of everything, and the more of that I can 
get, the better. 

PSM; Who would win rn a fight then, 
Btasto, Crash, or Lara Croft? 

JB: Blasto would kick so much ass it 
wouldn't even be funny. Not only would 
he kick their ass, he would probably 
stand there and laugh at them after¬ 
wards, and then compose an ode to 
himself about how cool he is for killing 
them all. He'd probably eat Crash 
Bandicoot, roast him, He probably 
wouldn't kill Laura Croft. He'd probably 
try and date her first, 

PSM: Wouldn't we alK 


JB: He doesn't take any crap off chicks, 
so he'd probably blow her away. 



PSM: Do you have any ideas as to 
what you're gonna ck> next? What 
kinds of games do you want to do? 

JB: I'm throwing around a couple of 
ideas I've got right now, At some point 
I'd really like to do a role-playing strate¬ 
gy game, something I've always want¬ 
ed to do, I'd also like to do some kind of 
a cool racing game too, but I think that 
the adage ''jack-of-alkrades, master of 
none" comes into play. You've got to 
stick with what you know and gel your 
riche in the market, and I think that 
we're probably gonna spend a lot more 
time working on 3-D platform games. 

PSM: Do you expect to work on 
Blasto again in the future? 

JB: I'd like to think that's an option. 
Right now Tm kinda burnt on the whole 
thing, you know, 'cause it's been my life 
for two years. But really the game has 
just scratched the surface on the 
amount of ideas and stuff that we've 
got for the character, t mean, Ben was 
working on Blasto for years before he 
came to Sony, just sketching him and 



putting him in various comical situa¬ 
tions, 'cause he wanted to make a car¬ 
toon on him. So then me and Ben spent 
about 6^ months at the beginning 
of the development of this game 
just coming up with situations, so 
we've got a whole host of ideas 
for what the guy could do, for 
other fittle characters and ene¬ 
mies and sidekicks and all that kind 
of stuff. We're ready to kick in 
if we're given the nod. 


PSM: After working so 
closely WFth PlayStation over 
the last two years, what fea¬ 
tures do you think that Sony 
really needs to consider whenever 
they build another system? 


P WrtI Bikiito 
ride ogoin? 

chances are look' 
ing pretty good^ 


JB: I think that they need to get a load 
more of everything. More RAM, more 
CD-ROM speed—that's a given. That all 
needs to be made a hell of a lot bigger. 


squeeze 

more out of the PlayStation, definitely. 


fcfcl 4:fnvaCt=iT€ 4=1NY 
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PSM: Is that really where the limita¬ 
tions are coming from right now? 

JB: Well, we always max those out. 
Obviously, if they give you a finite 
amount of RAM, you're gonna use it. If 
there was more, it would always make 
things better. And it's the same thing 
with CD-ROM speed. Again, if it was a 
far-faster CD-ROM, we could be 
streaming in more stuff, If it was DVD or 
MiniDisc, we could store a hell of a lot 
more on it. Stuff like that, 

PSM: How dose do you think Biasto 
come to maxing out the Play¬ 
Station's full potential? 

JB: Well, we thought we were coming 
pretty close, but in the past six months, 
we've found a load of new stuff and 
also I think that we know what the 
PlayStation can do now better than 
when we first started on the game. If 
we went in and did it again, it would be 
like, okay, we know this works really 
well, we know that this doesn't work 
really well, let's kind of follow this direc¬ 
tion a little more, and I think we could 


PSM: So you think there's still 
untapped power in the PlayStation? 

JB: Yes, I definitely do, 

PSM: Say, can you give us a juicy 
Blasto secret? 

JB: "What kind of juicy Blasto secret^ 

PSM: Oh, I dunno. You're the secret 
guy. Anything you wanna throw at 
us would be cool. 

JB: Okay, one of the "Do Not Press" 
buttons gives you a Blastomatic Death 
Merchant 220 Deluxe. This is the moth¬ 
er of all guns. It cycles through every 
single gun in the game. So when you 
press this "Do Not Press" button, you 
get given this gun that basically gives 
you nukes, heat-seeking missiles, rapid- 
fire, flame thrower, freeze gun,.,an 
everything all-in-one gun, and it kicks 
some major ass when you find it 

P$M: Ooolt Okay, tho final question: 
Do you think that astronomers will 
eventually get so annoyed at all of 
Biasto's "Uranus" jokes, they will 
just rename the planet? 

JB: (laughter) I think there's a strong 
population in Sony that wants it 
renamed right now! They're sick of our 
jokes. The other teams were developing 
games alongside us, and all they could 
hear was "Uranus" and us giggling 
away and people would be coming past 
and going "Aren't you bored | ^ 

with that joke yet?" And 1 
we'd be like "Nope, Uranus." I i ' ^ 
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The PSM Release Schedule 


With so many new games being 
released each month, it can be 
tough to keep track of them all. 
Well, don't worry, because you 
no longer have to. 

We've a comprehensive 
release schedule of all upcoming 
PlayStation titles and their cur¬ 
rent release dates. At a glance, 
you will be able to see what 
games are coming out and 
when they will hit the stores. As 
an added bonus, we've even 
included a PSM Top Ten list of 
titles that the staff is currently 
looking forward to. 

Of course, many of these 
dates are almost guaranteed to 
change, but we will update the 
list each month to keep it accu¬ 
rate. Hope it comes in good use! 



March 

Accia I m -.Ut Person Shooter., Forsake n 

Accol ade .Basebal I...... .Ha rdba 116 


Accolade. 

...Golf.. 

.Jack Nicklaus Golf 

Activision 

. .Action/Adventure ..... 

..Pitfall 3-0: Geyondthe 
Jungle 

ASC Games. 

Racing....... 

..TNN Motorsports 
Hardcore 2 

EA.... 

...RPG/Action ... 

..Diablo 

EA.:. 

...Action... 

..HaBoot 

EA....,... 

...Racing.. 

„Need For Speed Ifl 

EA...... 

...Racing/Combat . 

..Road Rash 3-0 

EA......;. 

,..Baseba!L,„.»... . 

..Triple Play '98 

EA,.,.. .. 

...Hospital Simulation.. 

..Theme Hospital 

Eidos.. 

...Action .... 

..Ninja 


Hasboro........Board Game.......Risk 

Jaleco....Racing.........Speed Racer 


Konsmi.. 


[Contra-style 



game] 

Midway......... 

.Classics.. 

.Arcade's Greatest Hits 



Vol.2 

Midway .. 

.Racing. 

......San Francisco Rush 

Namco,.,.. 

.Platform. 

Klonoa 

Psygnosis....... 

.Racing... 

.. Newman/Haas Racing 

Psygnosis. 

. ^ction/Platform ..... 

.Rascal 

Sir Tech..... 

..Racing...... 

.Wreckin' Crew 

Sir Tech. ... 

.....Action.,...,.,....... 

,.....Joe Blow 

Sony CEA.. 

.Fighting...... 

......Bloody Roar 

Sony CEA.. 

Action/Ptatform...., 

.Jersey Devil 

Sony CEA. 

.Basketball.............. 

......NBA ShootOut '98 

Sony CEA. 

. RPG .... 

,..>..SaGa Frontier 

Tecmo. 

.......Rghting.,.,.. . 

. Dead or A five 

TWO . 

.Graphic Adventure, 

. Broken Sword 

Ubi Soft.. 

.Tennis. 

. Tennis Arena 

Universal Studios Racing... 

......Running Wild 

Other First-Quarter Releases: 


EA... 

.Strategy.. 

.Populous: Third 


Eidos .. 

..Action/Ad venture... 

...Deathtrap Dungeon 

Interplay ... 

..Boat Racing,.,.,,,.. 

Sports PoweriDoat 



Racing 

Interplay. . 

..Action/Platform . 

..,Wild 9 

Namco. 

..Light Gun ... 

....Point Blank 

Nsmco . 

..Fighting .... 

.....Tekken 3 

Psygnosis.. . 

..Shooter... 

...Blast Radius 

Sony CEA...,,, . 

..Action/Platform . 

. Blasto 

Sony CEA . 

..Baseball ................. 

. MLB '99 

m , 

..Action.,. ____ 

.....Rug Rats 

Working Designs.Light Gun .. 

..Elemental Gearbolt 

May 



Activision .. 

..Racing/Combat . 

. Vigilante 8 

ASCII...., ... 

...Billiards 

. Carom Shot 

Capcom. 

...Fighting .. 

. X-Men Vs, Street 

Fighter EX 



Capcom....... . . 

...Action/Platform . 

. Mega Man Nova 

Eidos . 

Action,. 

Ninja 

Fox interactive.,. 

,„Sports .... 

. "Fox Sports'' 

Fox interactive... 

.,.Action/Puz 2 le.. 

.....X-Files 

Interplay 

Sports... .. 

. VR Baseball '99 

Interplay .. 

...Racing/Combat...... 

. Crime Kilter 

MGM Interactive. Strategy. 

.....Wargames 

Sony CEA.,,.,.,..,. 

.^.Golf .. . .. 

.....Hot Shots Golf 

Sony CEA... 

...Shooter .. 

.„.,Einhander 

Sony CEA. 

...Racing ... . 

.Gran Tuhsmo 

June 



Activision..,. .. 

...Action/Shooter ...... 

.....Apocalypse 

EA .. 

...Racing. ................... 

.....MotoracerZ 

Fox Interactive.. 

..,1st Person Shooter 

. Alien Resurrection 

Fox Interactive.. 

...Racing ... 

„...RC Racing 

Midway .. 

...Football .... 

.....NFLBIitt 

Midway. .. 

...Fighting .. 

.....Mortal Kombat 4 

Psygnosis.......... 

...Action/Platform . 

,.,,.Psybadek 

Sony CEA . 

...Fighting .. 

.Cardinal Syn 

THQ,... .. 

...RPG ..... 

.....The Granstream Saga 

THQ ... 

.Jishing... .. 

.Bass Masters Classic 


Tournament Edition 

Other Second-Quaiter Releases; 



A Tekken 3 is 
just around the 
cornerl Be sure 
to check bock 
with PSM next 
rrwnth for the 
fuli coverage- 


Gamewatch: 




While It still has a few months left until oornpletlon, 
Mortal Kombat 4 is already looking great. It seems 
that all the moves, characters and gore are going to 
made their way Intact to the PteyStation. In fact, 
Midway has even hinted that a few new options and 
characters might be acWed to make the home version 
even better than the arcade one. Look for this hot title 
to be released in June. 


Kalisto (Developer).......Achon/Adventure 

The Fifth Element 

Psy gnosi s.Ad ve nture.... Elric 


SECOND QUARiER GAMES 

Apnl 

Acclaim. .Racing....Jeremy McGrath 

Supercross '98 

Acclaim.......Action/Adventure ..Batman & Robin 

ASC.... Action.......Grand Theft Auto 

Atlus......Strategy..Tactics Ogre 

(^apcom. RPG.......Breath of Fire III 


Accia im . . . . .. .Si mu iation .... ...Constructor 

Atlus .... .RPG/Strategy .............. .Red us 

Interplay. . .Action/Platform _ .Heart of Darkness 


THIRD DHARnR GAMES 

July 

Acclaim . Wrestling . ,....VVWF ‘3B WarZone 

Fok Interactive . Racing,... . .Nitrous Oxide 

Interplay . Racing/Aciiorr . Carmegeddon 

Koei . Strategy ... .....Romance of the Three 

Kingdoms V 

Midway . Fighting FR.E A.K.S. 


« 


* *■ 


A' 






Fsnn 1930 * 

































































































































fnaNITO-R 


Sony CEA. ... Action/Platform . Tombal 

Tecmo. . Action/RPG . .Tecmo^s Deception li 

August 

Accla tm .Action. ... . .. S ha dowma n 

Fox Interactive . Ut Person Shooter . Afier>s us. Predator 

Psygnosis . Strategy. . Sentinel 2 

Tecmo_ __ .Football . .Jecmo Superbowl 2 

Working Designs.RPG .... ..Lunar: Silver Star Story 

Complete 

September 

Konami .. Actfon/Adventure .......IVletal Gear Solid 

MGfVl Interactive.Actlon/Strategy ..........Fieturn Fire 13 

Other Third-'Quarter Releases: 

Atius ... ..Strategy/RPG . Rebus 

Interplay . Piatform ... ...Messiah 

Playmates., ....Action ... Teenage Mutant Ninja 

Turtles S-D 

THQ .. .Ajction/Adventure . Dead Unity 

FOURTH OUARTER GAMES 

October 

Activision . Mech Conrbat.. . Fleavy Gear 

Crystal Dynemics.S-D Action/Pfatform ...Akuji 

Psygnosis..,,,.... . Golf ..... ..Pro 18 World Open 

Psygnosis, . .....Shooter . R aspect, Inc. 

THQ . Racing/Combat .. SpeedTribes 

Virgin ... ....Fighting... . ThriifKill 

November 

A3C, . . .. Action/Shooter . Dead in the Water 

ASC .... Racing .. .....Jeff Gordon Racing 

Psyg n os i s .. .Strate g y/Shooter . ODT 

December 

fox Interactive,,,..3-D Action . .....Croc IE 


Capcom...Fighting .... Darkstalers: Jedah's 

Damnation 

Capcom . Fighting... ... Street fighter III 

Capcom.Fighting,.,.. . ,...Ster Gladiators II 

Capcom... ... Fighting.. . Rival School United by 

fate 

Capcom ... Fighting .. Street Fighter EX 2 

Electronic Arts.....Action/Strategy . .Dungeon Keeper 

Eidos. .. Racing . . ... A ''Formula One” Game 

GT Interactive,,,.,.Action/Strategy . Rebel Moon 

GT lnteractive,.....Platfornni . ....OddworEd 2 

GT interactive.Ptatform/Shooter.Duke Nukem: A Time 

To Kill 

Interplay . Action / Piatform ........Earthworm Jim 3-D 

Interplay . .........Fighting .. .Rave-Fighting 

interplay....,Space Simulation _ Star Trek: Starfleet 

Academy 

Interplay .. Actioon/Fighting . Swiv 3*0 

Konami .. RPG .... Suikoden II 

Konami . .,...„...Socter . . ... ...Goal Storm '30 

MGM Interactive .Action/RPG . Maximum Gauge 

Namco .. .3-D Platform . „,...Pac-Man: Ghost Zone 

Namco . fighting . ..„„...Erghelz 

Playmates .. ...Strategy/Action . Covert Wars 

Psygnosi s .. Actio n ... . . Psy badek 

Psygnosis . Shooter .Colony Wars: Vendetta 

Psygnosis . ^..Action ... ...Q.D.T 

Shiny... . Actiorr/Shooter . MDK 2 

Shiny . ..Airplane Simulation.,..Fly By Wire 

Sony . ,...Jst Person Shooter.....Legion 

Sony, . Action/RPG .... .Exodus 

Sony _____ Action .. Twisted Metal 3 

Square ... RPG . .Parasite Eve 

Square . ....RPG ..... Final Fantasy VIII 

Sqaure . .....RPG . ..Xenogears 

Tecmo ... Horse Racing . ....Gallop Racers 

Tecmo . Soccer ... ..World Cup Soccer 

Zorn bi e . Action/Si mulati on . S pecOps 


Other Fomth-Quarter Releases: 

Cyclone. ... Shooier/Strategy ......Uprising X 

Electronic Arts Action/Shooter . ''Mech T 

Midway . . . Racing . . ... “Off Road Game” 

Namco . ...RPG ... Tales of Destiny 


GAMES FOR 1800 

ASC . Actlon/Platform . Tommy Thunder 

Namco .. .Light Gun ... Trme Crisis 11 {Fall '99) 

To Be Announced 

3DO., . .,„.Bas&ba3l, . . .. High HeatlApril '93} 

Ascii. .. .Sim/Adventure.Aqua Prophecy [Q1 '38} 

BLAM.,..., .. Zelda-like......Monkey Bov(Q1 '93) 



Yecih; we 
know tiKtt 
weVe men¬ 
tioned Tekken 3 
alreodyr but we 
just can't waiH 



Qamewatch: 


What is there left to say about this, game? Metal Gear 
Solid looks-to^ redefine traditiona! gaming as we know 
it. Unfortunately, you probably won't be able to play it 
until at least the forth quarter of this year It has been 
delayed a few months, allowing the developers time 
to perfect and lengthen the gameplay. They wanted 
to add even more weapons and enemies, which 
should help to make the game even better. 


Fsm igaa i*A******iA*i*iA*A*iA*iiLiii*j,A****AJ.*Ai*AA*A**i*i**i****** 
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Sirtcv w« ora o9 hard-core fighijng 
I game fans, ^ should coim to no uir- 
I pnietfiarfiikikfn J would hip 
qI most wanted We'fl 1 m jad¬ 
ing ionw late nighte mastering all The 
new choRKteri and ten-hit cohuhh. 


With «i<h new videotape or s<r«n- 
ihot ol Metaf Gear Soilfdr that corner 
aur wayTj, we get more ond more 
exdted. The mere thought oF ptaying 
this gcrme brings many tears of 
joy to our eyes< 


3^ 

Ever *in<* we got the early Japanese 
version of Dnra or Aihre, has 
become much hoppier,^ Efe's ecHislatit^ 
ly pkiyhtg the gome, even missing 
episodes « Sror Trelc^ \^ytrger to get 
his doily IkI 


Considering he is one of I^SM's cradest 
driverSj, it seems appropriote that 
Noah would be such a big fan of Gran 
rurfsmo. We guess he lo^ the realis* 
He physics and the huge assorfment of 
cars you can choose mm. 


Wa didn't get lo ploy MK4 mudh in the 
ortotfesj, so we me eogeriy awaiting 
the PlayStafiofi vereion* The twht eon- 
frols and ejEtreme fatalities wilT ensure 
MK4^ p^fKjk|ri!|f HI the PSM cfficM^ 


With Its high-i-es graphics and fast 
actlonj E^Jrander graEibed our atten¬ 
tion ever sine it got released in Jopon* 
We just can't wait fa get a U.S. copy In 
order to find out if Sony odded any 
new and cool gamepby features. 


The latest inconiation of ovr roboik 
hen combom olli the dossk action of 
the tniditional MM sefies with some 
eoolr new RPG eteinents. This could 
end up os the best Mega Mon yeti 


Blake was very anxious to try out 
5ht^ Cotff Now we can't seem to get 
him away from the game. Ail he talks 
about is h is faEded hofo'in-one, whkh 
we really don't think ever happened 


Being a big fon of the akhsebool Cofr- 
i com gamesr Chris coulchtY wait log^ 
[ his hands on a copy of '’'bmlwir" Wrth 
over 200 cpMtsfs to sohrOji this wme is 
going to keep Chris and other ptelfomi 
gome fdos busy for quite a wEl^. 


Considering Eww wdl this game po^^ 
ed over to the MM, we are curious to 
sou haw the PtcyStoAiofi version looks 
ploys. Mfdwoy n^ even tweaked the 
physics engine o bit to give Sen 
francrsco flush a more realistic feel. 
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Al!!! Since youVe asked Chibi to cover some 
fighting terms in ''Chibr's Terms," f thought 
rd brush up on my fighting skills while he gives you 
the straight lingo on everything you need to play 
import fighting games! This will help all of you 
otaku when you pick up BusNdo Blade 2, which we 
happen to cover further this month. Remember the 
classic fighting series King of Fighters? Well, SMK 
has taken the franchise to a new level with its latest 
adventure title King of Fighters Kyol And for those 
of you who want to see magic and feudal weapons 
galore, check out our PSM Otaku Game of the 
Month —SoukaigHfl Now excuse me while I practice 
my kata (forms),.. Take it Chibil 

linDiirt Hews and Notes 

► At the AIM A Hotel in Tokyo's Akasaka ward, the 
Computer Entertainment Software Association (CESA) 
held a press conference regarding the "Campaign to 
Eradicate Illegal Software." Alongside CESA onstage 
was the Association of Corporate Computer Software 
(ACCS) and the Association of Corporate Japanese 
Personal Computer Software. The main goal of this cam¬ 
paign is that "game software have the same distribution 
rights as movies." ITs aimed at stopping the sale of used 
software without a permit. A symposium regarding this 
topic was held at the Spring Tokyo Game Show '98. 

► The Fair Trade Commission made recommendations 
concerning Sony CEl's antitrust law violation of restrict¬ 
ing PlayStation game software prices. According to the 
Commission, Sony CEI faces three allegations: (1) Regu¬ 
lating software sale prices at retail stores; (2) Prohibiting 
the sale of used software; and (3) Demanding that retail 
stores can only sell to general consumers, and whole¬ 
salers can only sell to retail stores (banning the flow of 
the product into illegal channels). Sony CEI was quoted 
as saying that "All of these things are not illegal prac¬ 
tices." Sony hasn't complied with the recommendation, 
and indicated that it will fight this matter out in court. 


adogawa Shoten will release 
its RPG Slayer's Roydlfor the 
PlayStation on April 23,1998. This title 
is a port of the Sega Saturn version 
released July 25. 1997,. The Slayer's 
series ts based on the fantasy novel of 
the same name published in the 
Morithly Dragon Magazine by Fujimi 
Shoboh Publishing. Presently, there 
are more than 20 volumes between 


each chardctar'A movfifTWfit wtiti Itie Al sattirvgs, 
they will move according to their own per&onolrtyl 


one composed by 
Sakamoto Shin, the 
creator of the 
senes. Characters 
from both Slayer's 
and Slayer's Special 
appear in the game. 
The PlayStation 
does have some 
new elements, 
however, including 
five mini games, 


Steyer's and the Slayer's Special plus 
a TV anime, OVA, CD Dramas, and character mer- Dual Shock compatibility^ and movie-quality anima- 
chandisa The stories and game systems in the Sega tion. The main characters in the mini games have all 
and PlayStation versions have no fundamental differ- of their special features, so fans will be happy. 


nil Cincerti 

True to its cartoon roots, Bandai delivers in 
this super-cute Dual Shock compatible 
action title, due out al the beginning of April. You 
maneuver a humanoid police dog by the name of 
Waffle rn a 3-D environment as he goes on various 
adventures. Waffle's mission Is to do away with the 
evil Black Cat Group, which Is operating around 
Waffle's country of Prelly. While doing this however, 
he is gradually embroiled in a cortspiracy of maiTh 
moth proportions, which involves dog-people, cat- 
people, and the King. 

Tail Concerto is fundamental gameplay consists of 
scurrying around trying to find dues, fighting ene¬ 
mies, and watching the story unfold. The vacationing 
Waffle is ordered by the police chief to arrest the 
Black Cat Group, who are behaving violently in the 
town. He gets inside his police mech and marches 
out with a sigh. If you capture all of the cat-children in 
the wine storehouse, you set out for the public 


A ► Waffle wiH Certainly 
Hove his hands full trying 
ta keep nil of those trou¬ 
blesome cahpeople in iine^ 


square at the top of the town to find the Black Cat 
Group leader. However, the Black Cat Group has 
stolen the coal used as the power source for the ele¬ 
vator that takes you there. You then realize that the 
cat-children have taken the coal! It looks like you'll 
have your hands full making out all those citations! 


izaiii 

leHypilip 

B s$u! I just flew in from 
Kansai International Airport 
with a suitcase of goodies to drop 
on you. This month there have been 
many anime-style releases, including 
Stayer's Royal, Tail Concerto, Speed 
Power Gunbike, Neon Genesis 
Evangefion, Tale of the Dupion Cocoon, 
and Luna Sitver Star Story. YesI 
Otaku unite I Ikuzelll 


Bass Hskernan 


his title from Sammy 
completely simulates 
bass fishing in two different U.S. 
lakes, which have been perfectly 
reproduced. Since the game is 
Dual Shock compatible, your con¬ 
troller will vibrate vio 
lently as you battle 
against the fish ! 




>• 
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>■ Itierv 15 no ftihtrtg rod 
peripheral yet, but gave il 
timel In the meanrwtiiile^ 
you Ml just have to maka 
the moil of analog control 
(ond that oin't so badE)< 
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it Banzai Chibi-Chan illustrations by Robart DeJesus 
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— 1. CHOCOBO'S 

MYSTERIOUS DUNGEON 

Square; released December 23; 
copies sdd: 610,949 

^ 2 . GRAN TURISMO 

Sony CEt; released December 23; 
copies sold: 753,665 

® 3. TALES OF DESTINY 

Namco; retsased December 23; 
copies sold: 540,332 

m «■ CRASH BANDICOOT 2 

Sony CEI; released December 18, 
copies sold: 507,466 

^ S. MOMOTARO ELECTRIC RAILWAY 7 

Hudson; released December 23, copies 
sold: 420,058 

A 6, DENSHADEGOl! 

Taito; released December IB; 
copies sold: 383,698 

* 7. MINNA NO GOLf 

Sony CEI; released July 17; 
copies sold: 217,605 {in last 2 weeks), 
1,187,410 total 

8. MOBILE SUIT Z GUNDAM 

Bandal; released December 11; 
copies sotd: 209,556 

A a WAISJOERING KENSHIN; 

ROMANTIC MElJf 
SWORDSMAN CONVERSATION 

Sony CEI; released December 18; 
copies sold: 159,259 

+ 10. PUYO PUVO SUN 

Compile; released November 27; 
copies sold: 101,554 (in last 2 weeks), 
155,266 total 

©1997 TDKUMA SHOTEM tft., Ud. INTERMEDIA COMPAl^V 
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TITLE 


PUBLISHER 


GENRE 


DATE 


Brigandine.. 

Enigma.. 

Gekisoh Grand Racing, 

Last Train. 

Side Pockets.. 

Bass Fisherman..... 


.. .Ease I ey Staff ....Si molation..4/2/9S 

...KOEI.......Adveniure..4/2/96 

,, Atius.-...... ..Racing...4/2/9S 

Vi jitt............. ...Adven Lure....4/2/98 

Data East.,......Table.. 4/16/98 


..Sammy.... 


Detective Mitsuo Jingujl: A Dream's End.Data East.. 


...Simulaiion...4/23/98 

...Adventure...4/23/98 


Speed Power Gunbike. 


H.A.E.; Beelzebub 


Star Monja.. 


Tempest X3 


.Arc System Works... 

T & E Soft . 

...Fighting. 

..Golf... 

..,4/23/98 

...4/23/98 

.Karingawa Shoten. 

.,.RPG. 

..4/23/98 

Sony Music 

.Action.... 

...4/23/98 

Meet .. ..... 

.Simulation.. 

..4/23/98 

..Tripps..... 

...Adventure. 

.4/29/90 

Family Soft...... 

....Simulation......... 

.4/29/98 

. £m ....... 

..Racing.. 

..Start of April 

.BandaL....... 

....ActiQn.. 

...Start of April 

.gmf.... 

.Simulation.. 

.End of April 

.Koriansha..... 

......Fiphtina.... 

.TEA 

..BPS.... 

....RPG. 

.TEA 

GMF. .. 

..„„,.„„..RPG.... 

...T6A 

...Tokuma Shore n ..... 

.....Simulation. 

.TBA 

..Gainex..... 

...Adventure. 

..TBA 

Banpre^to ..... 

...Sports.. 

.TBA 

Mainichi Comm..... 

...Simulation.. 

.. TBA 

A Wing 

...Shooting. 

.TBA 

..Asmic. 

...Simulation......... 

..TBA 


OM- 


PICK #1: SPEED POWER GUNBIKE 

It's the distant future. A new race of beings called Michi unexpectedly make s via 
lent invasion on mankind, who are on the verge of extinction. The survivors decide 
to fight back, They put together the Gunbike Special Assault Unit, made up of transform¬ 
ing mecha. You can transform into Armored Fighting Robot mode, Armored Rally mode, 
or Speed Bike mode. The speed bike closely resembles the Cyclone mech from 
Robotech. You can choose from three characters: Ippei [the leader of a bosozoku (speed 
tribe)], Major Nohno (a military officer), or Ahmi (a robot made to be a Gunbike rider). Treat 
Michi to a severe beating! 11 This game looks like a hot one, so watch out! 


A You^d better hope your g^unbike 
cdn Mood up against the Mkhtl 


PICK #2: NEON GENESIS EVANGEUON: STEEL GIRLFRIEND 

Gainax has announced that it will port the popular PC adventure title Neon Genesis 
Evsngelion: Steel Girlfriend to the PlayStation this April. Steel Girlfriend is set in 2015 
A.D. Back in 2000 A,D„ half of mankind perished from a disaster in the South Pole (the 
"Second Impact"). Now the earth is being invaded by "Angeb," an enemy of unknown 
intent. You play the hero Shinji Ikari, and the story pivots around a female junior high 
school student named Man a Kiris hi ma who has just changed schools. The main charac¬ 
ters in the game are loosely based on chapters eight to 13 of the anime Neon Genesis 
Evangeiion, although the game is slightly different from the TV anime, 

< As If the Se<ond Impact wasn't enough, now the earth must contend with invading Angels! 




ibi’s Terms 


Ossul Parrs-san has given me this space every month to teach you Japanese 
game terms, so you can get more information out of your Japanese magazines 
and games! Here is everything you need to play Japanese import fighting 
games, whether empty-handed or weapon-based. 



panchi . 

,„.punch 


waza . 

....move, ability 

i 

kanfuu _ 

....kung fu 


kobushi. 

,,.,ffSt 


hissatsu-gi. 

.super move, deadly 

\ iS: 

tors. 

....tiger 


kikku .. 

....kick 



blow, deathblow 

1 ii 

ryuu... 

....dragon 


kakutoh...... 

....a (hand to hand) fight 

iSMiS 

renzoku-gi „ 

,...combo, consecutive 

1 m 

tsuru.. 

....crane 

mn 

shohbu. 

...a match, a game, a 



moves 

\ iSlE)! 

kamakih. 

....mantis 



contest, a bout, fight 


urawaza ...., 

cheats, codes (lit. 

lie 

hebi.,... 

....snake 


taisen 

.^.comoetition 



"inside ability" 1 


sasori... 

scorpion 


taiketsu....,. 

showdown, 


hikuu,.. 

....flying 

\ ISiU 

gams, 

...Toad 



confrontation 


karate. 

....karate 

\ 

mukade. 

....centipede 


doh-kyara... 

....same character 

Iji 

judo. 

....judo 

i Mig 

tokage.. 

...Jizard 

doh-kyara-taisen.shadow 


aikido ......... 

....aikido 

1 m 

tsurugi. 

....sword 



match 

mii 

kenpo . 

...."way of the fist" 

i 71 

katana .. 

.,.Jong samurai sword 






* 'PSm IBSB 
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Buslido Blade 2 Update 

. n Bushido Biade you could only shoot along the surface of the lard, but In 
Bushido Blade 2 you can fire up or down! To counter this, characters can do 
continuous jumps to avoid the bullets. Now you don't have to run zig- 
zag everywhere to escape getting shot! Shooting guns also has its 
weaknesses—bullets can ricochet, and you have to charge clips- 
In the "Top Mode" (which is expected to be a Story 
Mode), the Meikyo and the evil Shainto swordfight¬ 
ing schools battle each other on six different stages 
In these stages, small ninja and support char¬ 
acters, along with rnain characters, hinder your 
advancement through the game. If you defeat the 
main characters, the support characters appear 
to lend assistance in a fight On stages where 
the support characters appear, you 
control the support character If 
the support character is defeat¬ 
ed, the main character comes 
in to fight If the proper condi¬ 
tions are met, you can use a 
support character from the 
beginning of a game and enjoy 
that character's story- 


Meikyo Chanetiir Stales 




4 Schwarxa 
Kotze [Kkidk 
Ceil}: This gun- 
tdling chorex- 
wo* in fhe 
first Busfiidb 
Bfade> ancf 
returns in 
the sequel os 
the Shainte's sniper. His 
(ong-mnM ond ropid- 
ftiing skills make him a 
formidable opponent. 



A Tenroced Fields (Kannuki's 
Path): This stoge hq* four 
Her*. The first and second tiers 
hove fence-like crops growing 
on ihflfn Hint you con use as 
a shield. You can also cHlack 
from an upper tier. 


A Mpunltiin Po** [Nafsumi'* 
Path}; This stage has gentfjf 
sbpi^, mlling hiltt. fn the 
center i* somewhat of a tier 
to fight from. In this screen, 
Nalsumi is coming up behind 
a small nmja. 


A Abandoned Troin Sicilvon 
(Mikodols Path): In this level, 
rhe sttifton and the train 
tracks offer two tiers to fight 
on. Here you see Mikado and 
a small ninja running above 
and below each other. 


keiiti Ckancter Stages 


A Tiubame Hokkyoku: This 
character Is a gunslinger for 
the Meikyo-ryu. She was the 
second-lo-kul boss dxiracter 
in the first fiusfwdb Bfede. She 
has mostered her oufomatk 
itite, whkh is lightwei^ oifed 
eosy for her to use. 



A Underground Parking Lot 
[Kaurt'^ Path]; It doesn't look 
like there ore any cars, but 
two thick supports moke the 
area you fight in much nar¬ 
rower. Will bog weapon* be 
useless here? 


A Ferry Plqlform (Oengora'* 
Path): The special^ of this 
wide-open *tow is sbpes, so 
you con't see tlte obstacles 
bid out for you. Here we 
hove a match between 
Gengoro and a ninfa. 


A Cliff (Jo's Path): Thus cliff is 
surrounded on three sides by 
a ravine, tt look* dongeraus, 
but will you die if you tall 
off? If you do faH off, doe* 
that lead to a separate 
stage? So many quesHon*! 


Tale of the 
Dupion Coceen 




The King of fighters KYO 



he latest RPG from Genki is set for release sometime this year. Our 
hero, Levant, has a somewhat different power than what you are 
normally used to. Levant is a Cocoon-Spinner! He can trace his lineage 
back to many generations of Ccx:oon-Spinners in his village of Cyrus, 1 
Levant's father, known as the "Lion of Parel,” was also a Cocoon- 
Spinner, However, one day he suddenly disappeared from his wife 
and children. Although he was still a boy, Levant continued his 
Cocoon-Spinning activities, This ability has to do with the exter- 
mlnation of monsters or demons, Not only do you have to do 
battle with these evil creatures, but you have to encase them in a 
specially-made cocoon[ You can then summon demons using 
^ these ccM^oons and compose an army of them, 

Unfortunately, the villagers of Cyrus don't take too kindly to 
Cocoon-Spinners and their special powers. The plot further 
thickens with the introduction of Levant's bride, a shaman named Mahv. 
Mahv is a Cocoon-Spinner as well, plus she comes from the Shaman 
Hamlet, which is all the more reason to be shunned by the Cyrus folk. 

[f this RPG s story isn't interesting enough, it also has CG rendered 
backgrounds with polygonal characters. They even brought in veteran 
artist Katsumata Kondoh (Kiki's Delivery Service} to make the character 
designs! This looks to be an interesting title for anime fans. 

Him Silver Star Stinr 

he RPG Luna Silver Star Story is scheduled to be released 
by Kadogawa Shoten and ESP this May. Luna Silver Star 
Story: MPEG Edition, released In June 1997 for the Sega Saturn, 
was used as a base for this port. Many fun items and high-quality 
visuals have beer reproduced for the PlayStation version. 

The story takes place on the Blue Star-lit world Lunar. It ir^volves 
two primary characters: a boy who travels to find the legendary Dragon 




his spring, SNK will release an 
adventure title incorporating 
the Kirtg of Fighters series. The story 
takes place after the KOF '96 
Championship, with the player control¬ 
ling Kiisanagi Kyo. It begins when Kyo 
is issued a challenge by three members 
of the Sendoh family—Kyoji, Junko, 
and Shota. Kyo must search for the 
Cj friends who will fight alongside him in 
KOF '97, and his search will take him 
through America, Asia, and Japan. 

In Japan, Kyo's father Saishu asks 
Kyo's girlfriend Yuki and Atena to send 
a letter to Kyo's cousin, Shigekazu, 
Shigekazu received his training from 
childhood with Kyo, but hasn't used his 
fighting skills in years. Kyo goes to 
Shigekazu to ask him if this is true, and 
to tell him of the destiny of the 
Kusanagi dan. 

In Asia, Yuki is embroiled in a con¬ 
spiracy involving a group known as the 
"Giant Serpent/' Kyo becomes aware 
of this, and wonders if the group's 
sphere of influence reaches into Japan 



as well. He sets out for 
the Chinese Special 
Economic Zone. Here, 

Kyo will meet Robert, another 
character who will change his destiny,,, 
Prior to going to the KOF '97 
Championship, Kyo must travel to 
America. He meets up with Telly and 
Andy, and they head towards "South 
Town." However, upon arrival they find 
that there is a strange, widespread dis¬ 
ease in the town. According to their 
information from "Blue Mary," this was 
engineered by a large pharmaceutical 
company! Once your business is done 
in South Town, it's finally on to the 
Championship, Two of Kyo's partners 
will now be chosen to fight with him. 
Gar^batte, Kyo-kur}l!l 


► k™ 

uncTertaka 
many adven¬ 
ture* before he ’ 
actually makes ; 
h ta the KOF 
Championship. 






w. 


LM 


Master after having a dream, and the weaving-girl the youth is enamored with. 
The game's fundamental system follows that of orthodox RPG stories, with 

P the additions of animation being played during big events and voices 
accompanying the characters' words. The dungeon makes it easy to 
ascertain the location of the enemy characters, and the game uses the A1 
Learning Automatic Battle System. The story has a deep message, and 
beginners and hard-core gamers alike should enjoy the game's contents. 

During canversofians w events, there is an exiremely obundoirt ameunt el orii- 
raotian. It doAsn'^t take long at all Id read the part* of the game with lextl 


‘A* 
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UmAAA/ X 
THIS &AfAB 16 AN 
Or/tJkU/ PRBAM... 
SQUARE, you ARE 
JUST TOO GOOP. 
V TO ME,,, ^ 


I action/adventure game from 
Square combines Bushido Blade with Square's 
special RPG touch. Soukalgl will be released this spring 
in Japan, but at print time we'd heard no official news 
regarding a U.S. release. 

The story takes place in December 1997 
Mount Fuji has erupted and split in two. Soon 
afterward Sr each part of Japan was sirnulta- 
neously rocked by large multiple expio 
sions of unknown origin. The release of 
this energy produced a giant ball of fire 
with a radius of 31 miles, scorching a wide 
area of the Earth. Every single thing in the 
surrounding area was fused together, and all 
that remained was a giant black stone pillar 
with an overall length of 93 miles and a diarrv 
eter of 6.2 miles* Japan lost a third of its pop^ 
ulation with this disaster. In each part of Japan, 
grotesque monsters also began to appear. Or^ 
this day of chaos, a fateful event occurred to 
our heroine, Mizuho Mikanagi, changing her 
destiny forever... 

The story of Soukalgl centers around 
the Garan stone known as a suiki (energy¬ 
weakening) crystal and "fragments of pillars 
from this present world'' called ohkl (energy- 


flourishing) stones. The Garan stone appeared just 
after the Japanese islands were created. Around 
12,000 years ago, three wicked wizards known as 
shibisen (Purple Incognito Wizards) came across 
the sea from the West. Their brethren, who were 
good, used the ohkl as a source of power, but 
these evil wizards used the suikiss their source 
of spell power. 

On the "Day of Garan/' when the sky 
above the earth was full of suiki] the yorl-gami 


A. Naoya Mabui is an 1 S^year-'old youth who looks 
down on peopkift ortd Kotes those who boost of their 
own power. No one is stronger than him when it 
comes to repelling ottocks- 


▲ Mhuhp qnd 
the fateful Day 


Naoya before 
el f^ran., 


(attacking spirits) began to strut about the Earth, 
using the suiki as a source of food. The 
shibisen’s existence was threatened by that of 
the yori-gami, In response to this threat, 
they took the ohkl and formed the suikl- 
purification organization gohonn 
(Five-Directional Wheel), aimed 
at the destruction of the yorh 
garni. The heroes of this 
time knew that Japan was ‘ ' ‘ 

dotted with ohkl, which are the real key to advanc 
ing far throughout the game. 

The spells, beasts, and other RPG ele¬ 
ments make this one of the most interest¬ 
ing Square action releases to date. Keep 
your eyes on the import shelves! 


F* The Garan 
stand is a 
»urce of 
magical 
power in , 

l^okaigu J 


< Mizuho Mikanagi j$ fbe 
hero of the game, 
Although she wore a 
btaxer and long hair 
before the Day of 
Garatif she now wears 
her hair short and has 
a battle uniform. 


Smnlgi 

II magical nghdng aimntire 


▲ The triangle button controls your lump¬ 
ing. If you continue to hold the button, you 
can turn in mid-air (up to 1£0 degrees). If 
you are close to o wall or edificoj you can 
scale it using this technique. It lets you 
reach greater heights than with a jump. 


A The circle button controls the /uho/ustu 
[art af spells] in two ways: confining an 
enemy's movement with a force-field, or 
inflicting eight types of direct attacks. You 
con attack enemies with one character, or 
fight a single enemy whh many characters. 


A The square button controls the shr/ttsu- 
solcu, q jelpack-like melhod of travelling 
at high speeds. You cannot change direc¬ 
tion in mid-flight/ so you must exercise 
caution when using it. You could break 
your neck at those speedsi 


A The X button controls weapon-based 
attacks such as swords and arrows. These 
weapons differ depending on which character 
you choose. Despite the thot Souko^r 
takes plate in the present, feudal weapons 
are your best friend in this gamel 



. AlRBAVy I 6EE * 
/tIORe AMAZINtr i 
OAms Ohi THE SHORES 
OF JAPAU! JUST W4IT, 
UNTIL MONTH, 

_ fAfTHFUL \ 
L OTAiOi! ^ 


Whew! These yan (spear) techniques can 
take a lot out of you. Now, if 1 could only try them out on 
some Bushido Blade 2 characters..,hmm, !'m sure that ail of 
you faithful otaku out there have bought your copy by now. 
Chibl and I will go take ourselves a loagHdeserved break and 
check out some Drunken Master 2 and Fong Sal Vukon video, 
wonder if they coufd make a Jet Li character for a video 
game? Let me know what you think! See you next 
month! Ato de neil! 


April 





































rhts manrh's nBixi games, pfaFessinnally 
rested by The ujortd's besr playsrarion revieujers 


Even though the PlayStation is clearly the 
best videogame console on the planet, it's 
still going to have its share of clunkers. 
Don't worry, though—you're armed with 
PSM, so you'll always know the score. 


T«15 

rYlDNTH'S GFirriEES 


Breath of Fire III... 4 ) 9 .26 

Beast Wars Transformers.pg. 27 

Shadow Master.pg. 27 

HotShots Golf.....pg. 27 

NCAA March Madness..pg. 28 

Theme Hospital. pg. 28 

Newman/Haas Racing.....pg. 28 

Arcade's Greatest Hits 2 .pg. 29 

Diablo.. pg. 29 

Gex: Enter the Gecko. pg. 29 


The -PSIYl -RnTTNC Bcal-e 


LAJ 


e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 
weVe been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just sheiled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it upi 


UJHflT T«e RATINGS mSAN! 



A PlayStation classic that no fan should be with¬ 
out A cant-mfss game, no matter who you are! 



A really well-done game. If you're a fan of the 
genre, you should definitely check this one out 



A pretty good game, ft has its share of rough spots, 
but it has some redeeming qualities, as well. 


O 

o 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 

Don't even make eye-contact wfth this one-Tt's 
not worth one second of your time. 





Publisher Capcoin Developer Capcom 
Type RPG Players 1 Rating T Discs I 


I I j ith the outrageous success of Resident Evil 2 in tow, Capcom's 
latest release is another long-awaited title that gamers everywhere 
will be glad to get their hands on. And Breath of Fire tfi the third installa¬ 
tion in the series that Square initially released for the Super NES, is certain 
not to disappoint, Visually, the game features a seamless mix of texture-mapped 
polygonal backgrounds and highly detailed, hand-drawn^ sprite-based characters. 

Because the backgrounds and environments are polygonal, the game's controls 
allow you to rotate the camera to search for items and characters that may be 
hidden behind objects on the map. This figures heavily into exploration and puzzle- 
solving and creates for a good deal of player interaction. It's the intricate and colorful 
animations of objects in the environment as well as the characters themselves that really draws you into the 
world of the game. 

The BOFseries has long chronided the conflicts between humans, gods, and the Brood, a race of incredibly 
powerful dragons. Breath of Fire Ilf keeps much in the same stead. You begin the game as Ryu, a bewildered 
dragon pup being chased down as a monster. As the story progresses, you1l witness Ryu go through a few trans¬ 
formations as he discovers more and more about his lineage and how it figures into the cycle of life in his world. 
You'll be accompanied by a series of several characters, each with their own weaknesses, abilities, and contri¬ 
butions to your quest. Much like Mof Arms, each character also 
has its own skill that can be used to discover secrets or to 
progress through dungeons. For instance, Memo is able to blast 
through weakened walls on the map,and Ryu is able to slash 
through bushes with his sword. You have so many options for 
exploration and discovery that the game has almost a limitless 
feel to it. Breath of Fire II! also packs in so many different fea¬ 
tures that it's impossible to mention most of them during one 
review. With countless sub-quests, secrets, and optional mini¬ 
games to play, you'll soon discover all the elements that make 
this such a solid game. The fishing segments in the game are 
entirely addicting! 

The most important factors in any RPG are character and sto- 
* end the || ^ ^ f ^m g^jfe Hot to ovedook either of 

unfolds,, ypu II travel across oceans and deserts ^ ^ 

in seorch of mysterious gods* them. Clever use of sound effects [including some very Street 

Fighter-esque voice samples during battle), detailed animations, 
and well-written, often humorous dialogue makes this a truly 
endearing adventure. Although the premise and look of the 
game may seem overly simplistic compared to the gargantuan 
productions of recent RPG offerings, Breath of Fire /// packs in a 
ton of detail and depth in the play mechanics and storyline. To 
shrug this game off as simply "more of the same" in the role- 
playing department would be a crime* Don't pass it up. 


A Spells and abilities allow for some very cool 
visual effects in batde, due to the hand-efrawn: 
nature of the characters. 


>• TN£ GMfHCS ARE NaSTAUilC, COLORFUL Z-D PECFECTigN 
>■ M MUSIC E REST DCSCRiED AS ECARRE, JAZZY MUZAK 
> The cohoes is trauidhal, but remains incredibly invdlvinb 
^ I'LL f>LAV IT )MIL I SCAT tr AND MASTER FISHMG! 

PSM Final Score: 

WUH A LDT OF AnEKIllIN TO (ffTAIL AND 
CHARACIERS, CaFCDM LANDS A WINNER RPG! 


Breath of Fire III 


A- 
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Beast Wars 
Transformers 



A BMSf Waff Trairf formefs fnanages to show exactly why 
licensed gomes hove such a bad reputation. 


Publisher Hasbro Interactive Developer Takara 
Type Shooter Rating K-A Players t Discs 1 

D icensed games are more often than not a disap¬ 
pointment, and Hasbro 5 Beast 1/Varsisa perfect 
exampfe why. It's clear from the very start that the devel¬ 
oper was forced to sacrifice gameplay to maintain the 
authenticity of its license, The entire game is modeled 
around forcing players to transform their robots time and 
again, just to reinforce the Transformer concept. 

In robot form, you slowly lose power to the environ¬ 
ment and must shift into animal form to regain your 
strength. The problem is that in animal form, the robots 
can no longer fire weapons at the enemy. So essentially 
the game becomes a shooter that punishes you for 
shooting too much. Each of these pointless transforma¬ 
tions takes several seconds and pull you out of the 
action, leaving your robot unprotected from enemy fire. 
Few things are more frustrating than watching your char¬ 
acter go through a slow, canned animation while it gets 
hit by enemy gunfire. 


Gameplay is not the game's only problem,, howev* 
er—the level design and mission objectives are trouble 
spots in and of themselves, Each of the levels are flat out 
boring after a while, and the vague mission, objectives 
hardly stimulate your imagination. The graphics engine is 
disappointing as well, suffering from slowdown, dipping, 
and bad camera angles. If not for Beast War's variety of 
special effects, the graphics would be a total loss. 

The soundtrack and sound effects are this title's only 
saving grace, but unfortunately they are not enough to 
raise the title anywhere above mediocrity. In the end, 
Beast Wars is just another uninspired, unenjoyable 
licensed game that should have been much better 

^ The m oark anq yNimREo 

► Tw SOUND IS T^€ game's ONLY SAVING GRAHE 

► The cdncept is marred by the lisjise 

► I'LL PLAY n,.,NEVER AGAIN 

PSM Final Scdre: 

TURNfTDPMTEimtFiyiVnUHING 


Shadow Master 

Publisher Psygnosis Oevetoper Hammerhead 
Type Shooter Rating T Players 1 Discs 1 

D uscious graphics, excellent visual design, and 
phenomenal special effects are all things we've 
come to expect from Psygnosis, and Shadow Master is 
no exception. But with such gaming masterpieces as 
Wipeout XL and Colooy Wars under its collective belt, 
we've also come to expect something more from the 
company's offerings: a deeply rewarding gaming expe¬ 
rience. Where Shadow Master delivers copiously from 
a technical vantage point, it falls gravely short in respect 
to gameplay 

Make no doubt about \t—Shadow Master is as 
action-packed as blasters come. It touts some of the 
most blistering explosions and actio-n yet seen on 
PlayStation, and combines it with trademark Psygnosis 
visual flair. In fact, few games can convey the lush, 
organic feel that Shadow Master does so solidly. And as 


with seemingly all of the company's games, its cinemat¬ 
ics are truly Hollywood caliber. 

But underneath the game's drool-inducing outer 
shell lies a shallow, mindless gaming experience. 
Shooters are intended to be frantic, but Shadow 
Master takes it to a undesirable extreme, delving into 
the utterly mindless. The action becomes tiring far too 
quickly and to compound matters even further, there's 
just not enough variety in the game's design to keep up 
the interest level for any amount of time. Repetition 
ultimately prevails over any of Shadow Master's 
redeeming qualities. 

For hopeless shooter fanatics, or anyone who wants 
to zone out and blast wave after wave of relentless bad¬ 
dies for what seems like eternity. Shadow Master might 
iust fit the bill. Anyone looking for a diverse or rewarding 
action experience may want to look elsewhere. 

► TftGRAftlCS ARE SIMPLY BREAMAKING 

► ThEMGSKISLDQRNG "metal LITE" 

► The C0HCEPT mm have stayeb Z-D 

► I'a PUff !T WHEN I'm really. ROUIY AHGFY 



* Shadow Mosfor may be mejfn«riitng an the ureen^ but 
an utterEy miniile^s gameplay experience liei beneath its 
candy’coated eKterior* 



Ho^ots Golf 

PttWMvr Sony CEA Sony CEl 

1^ Golf Playora 1^2 A Dis^l 

m ^ an, this game is great—it really is! The best part Is 

_J that it can be fun even if you've never played real 

golf, or have no Interest in actually playing golf at all! 

Sony created HotShots Goff with the average 
PlayStation gamer in mind, with a smooth, easy-to 
understand interface that plays more like an arcade 
game than a true golf sim. And while this probably won't 
be the game of choice for golf purists, it's perfect for 
everyone else. After all, in Japan this game is called 
Minna No Golf, which almost literally translates to 
"everyone's golf." HotShots still has quite a bit of strate¬ 
gy, but it focuses on the most basic golf skills. 

You can play in several different modes: Stroke, 
Tournament, Match Play, Training, and Vs, Mode (play¬ 
ing 3 quick nine or 18 holes against a friend is guaran¬ 
teed fun). You can also take lessons to brush up on your 
\ driving skills, or play a few holes of Mini Golf to practice 


your putting, HotShots also keeps track of player data, 
such as your lowest scores for each course. Replays of 


4 H^shors' arcade-styfe ^meplay may drive goW purisls fo 
loss their clubs, but it's fust right for tho caiual playen 


your best shots are automatically saved, so you can 
view them later on and brag to your friends. And as if 
all that isn't enough, you can open up extra courses and 
characters! This feature gives the game an even 
greater replay value because you'll want to unlock all 
the secret goodies. 

HotShots Goff was really done well. Our only real 
gripe is that while the game has plenty of different 
characters, their animations are stiff and their personal¬ 
ities are too fiat. That's just us being picky, though. 
Hard-core golf realists probably won't appreciate the 
big-head characters and simplified, arcade-style game¬ 
play, but it's just right for everyone else. Just try it and 
see for yourself] 

► Tfffi aWHIK ARE 

The MUSIC IS srA»OAim,M THE ENVtRl]^^ 

Tf« tumpt CREATES A RJN GOlf GAME FQJ EVERYONE 
J^' I'LLPUYITFQlALDNGTlMETGCfflflE 

PSM Final Rating; A 

A SlfEPERHTlM DESERVES AIBOK 
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A Newman Haas Racing features □ number af top CART drr 
vers and tracks^ bul it's for from compretiensive. 


Newman/Haas 

Racing 


PSM Final SmRE: 

PSYGHDSIS TAKIS ONE TOO MAHf im ON THE SAME TRACK 


Pu1}lisher EA Sports Developer EA Sports 
Rating K-A Type Basketball Players 1-8 Discs 1 


Publisher Psygnosis Developer Studio 33 
Type Racing Players 1-2 Rating K-A Discs 1 


sygnosis claims to have substantially reconfig¬ 
ured and rebuilt the Formula 1 game engine for 
Newman/Haas, but it becomes obvious after even a 
cursory look that Newrr]an/Haa5 Racing doesn't have 
nnuch more to offer than either of Psygnosis' FI games. 

The graphics are purported to be high-res and run¬ 
ning at 30 frames per second, but the visuals just don't 
live up to Psygnosis standards. The game suffers from 
drab textures, a lack of attractive effects, and an overly 
blocky and jagged appearance. The sound effects are 
adequate, but the commentary provid¬ 
ed by former Indy Car champion 
Danny Sullivan and ESPN/ABC 
commentator Bob Varsha is 
inane, repetitive, and grating. 
The gameplay is Newman/ 


Haas'saving grace, because you can't go very wrong 
with the basic structure established by the F1 games. It 
has the standard single race and championship one- 
player modes, an intriguing player vs. computer chal¬ 
lenge mode, and a superior split-screen twoplayer 
mode (featuring four Al cars in addition to the human 
contestants), Control is up to FI levels in digital mode, 
and even better in analog mode. A basic car set up fea¬ 
ture allows you to fiddle with your ride, but ifs a far cry 
from true simulation level. 

For true racing enthusiasts, the most troublesome 
aspect of Newman/Haas Racing is the whole licensing 
issue. You can select from 16 big name CART drivers, 
and the game has a nice collection of 11 race tracks. But 
since Sony has the actual CART license for Its CART 
World Series, Newman/Haas isn't nearly as comprehen¬ 
sive. There's no way to accurately recreate a season, or 
for that matter even a particular race. 

In the final analysis, Newman/Haas Racing h a satis¬ 
fying racing game if you've never played Forn^ula 1 CE. 
If you have, the game is a disappointment because it 
fails to offer anything truly new, innovative, or exciting. 


► The grapwcs are just BAfiaY adequate 
^ The cohdeft is mw much more balandeo 

► The music is straight cdljlege bands 

► Tu PLAY n BECAUSE ITS THE BEST CDLlfEE GAME AVA 11 A 0 LE 

PSM Final Score: 

The BEST I^DLLEGE HDDPS GAME ^ FAR 


► 

► 

► 

► 


LdDICS UKE they SHDUID LEFT THE fBRtm / EHDME ALDNE 
The COMHENTAfiY HAS QNE JPSlDE-THE OFF DPTIBR 

The game !S a step BAiarwARD instead qf a leap ahead 

I'll FRAY H IF SBMEBHE STEALS MY fmm Ie£ 


ith all of the incredible sports games on the 
PlayStation, it's shocking that college basketball 
has been largely ignored. Mindscape released the dread¬ 
ful NCAA Final Four, but that was just added misery to 
the many college hoops fans dying for a decent game. 
Come to think of it, the last acceptable college basket¬ 
ball game was Coach K on the Genesis. Thankfully, EA 
has stepped up to the plate with a solid college t>b3ll 
game, though it isn't without flaws. 

NC/\A March Madness is based on the NBA Live V7 
engine, which means no fade-aways, cross-overs, or 
direct dunks. However, using the older engine allowed 
the game's developers over a year to focus on gameplay 
and balance. While the graphics don't compare favorably 
with other basketball games, there is no denying that 
this game is one of the most balanced basketball games 
in years- The t wop layer game is challenging, exciting, 
and basically a ton of fun. Don't take this The wrong way 
though—the same flaws that have plagued the Live 


A AccuroHe ratings and skin color etisure you can recognise 
college slors like Antawn Jamtsorij even without their nomei. 


series remain intact. The flopping players, slippery con¬ 
trol, and jumbled key take away from the game, but a 
huge improvement in computer Al is almost enough to 
forgive these considerable gripes. Computer opponents 
run zone defenses, press when necessary, and play 
some of the toughest defense we've seen. For the first 
time in recent memory you actually have to move the 
ball around to get off an open shot, and if the shot isn't 
open the percentages of it going in the bucket drop dra¬ 
matically. It's hard to believe a feature this simple as this 
is actually innovative, but sadly it is. 

The accurate ratings of 107 division I teams and play¬ 
ers is spot-on. The season play, tournament and bal¬ 
anced difficulty levels make NC/\A a game that is defi¬ 
nitely worth playing, which is something considering the 
garbage developers have tried to pass off as college 
hoops in previous years. All in all, NCAA isn't perfect, but 
it's as good as it gets for now. 


A Building and mainlaining □ Fiospilol rs a lot moro fun 
j tfian it MJunds... 


Pubtisher Electronic Arts Developer Bullfrog Software 
Type Simulation Rating K-A Players 1 Discs 1 


"i he PlayStation has been home to a very 
few number of quality sims, so it's 
^ nice when a title like Theme Hospital makes 
an appearance. Playing the role of a man¬ 
ager, it's your responsibility to make deci¬ 
sions about every facet of your hospital. 

You will have to build it, hire the staff, and 
even balance the budget. Every choice you 
make will greatly affect the future, so you have 
to think carefully about every decision. Fortunately, 
the interface for 7??eme Hospital is welkJesigned and 
easy to navigate through, so you won't have to spend 
valuable time trying to decipher any complex menus. In 
fact, an included tutorial helps explain the major aspects 
of the gameplay. 

Al the start, you only have to worry about a small 
hospital and a few simple diseases, but as you gain 
experience, the hospitals become larger and the dis¬ 
eases become much harder to cure. And just when you 
think you have it ail under control, an epidemic breaks 
out, or you start to lose patients to a competing hospital. 
You wifi always have to be on your toes if you hope to 
stay profitable and successful, 

This near-perfect sim only has two drawbacks, The 
first is that it has no multiplayer support whatsoever. It 
would been great if Bullfrog had included a link cable 
mode, so gamers could compete against each other's 
hospitals. The other drawback is really only a small gripe. 
Considering the rather intricate menu system, the game 
should have also been mouse-compatible. Not many 
people may own that peripheral, but it just makes sense 
for this game to support it. 

Still, EA managed to bring a very competent sim to 
the PlayStation that Is both unique and addicting. The 
plethora of options will please the hard-core sim fans, 
while the smooth learning curve and included tutorial 
makes the game enjoyable to newbies. Run to the store 
and pick Theme Hospital up, you won't be disappointed. 


^ THEBRAmti:SAR£DL£AR,SIME^ ANDW^ 
iHEMUSIDlSIflBEmHT 

► The wm is extremely oRtEMAi 

► I'liPUcriTtmlDEaGNTHElWECTHasmAL 


PSM Final Score: 

A KEMHfilFEa ATIBIPT AT A SMIUirail GIW 


Theme Hospital 


NCAA 

March Madness 
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Arcade's Greatest 
Hits: Atari Cal. 2 

Publisher Midway Developer Midway 

Type Classic Collecticn Rafmg K-A Players 1-2 Discs 1 

ell, you can't argue with the math here. In Ar¬ 
cade's Greatest Hits: Atari Collectm 2, you get 
five of the best games ever made, plus one of the worst 
The best, Marble Madness, Paperboy, Crystal Castles, 
Gaur\tlet and Millipede are all-time, inarguable, stellar 
classics, If you take the worst, Poad Blasters, at sheer 
comedy value, then even that represents a bargain. 
These Atari classics are perfectly emulated for maxi¬ 
mum performance and accuracy on your PlayStation. 
Each game looks and feels just like its arcade parent, but 
with one glaring exception—trackball support. The 
games have analog control, but it's not the same thing. 
Marble Madness really needs the trackball, but the six- 
level-rolkhe^balhdown-the-hill gamepfay works just fine 
with standard and analog pads, Great music and still 


attractive graphics wrap that one up nicely. 

Millipede, the sequel to Centipede, is a short and 
furious blast that has the worst (oldest?! graphics on the 
collection, ft's still fun to shoot the bugs and clear the 
evil-smelting toadstools out of your line of fire. Gauntlet, 
on the other hand, is a massively sophisticated blast, 
requiring teamwork (it supports up to four players) and 
strategy to battle monsters, ghosts, and a huge appetite. 

Crystal Castes is Pac-Man on amphetamines. Guide 
Bentley Bear around isometric 3-D mazes, avoiding 
super-dangerous creatures (like trees, for example) and 
collecting colored gems. Expanding on the Pao-iWanvibe 
is a fast and furious jumping ability. Finally, Paperboy is 
the true American arcade classic. Ride through a glori¬ 
ously populated suburb, delivering newspapers to loyal 
subscribers and smashing the windows of those hous¬ 
es that haven't seen the light. Avoid obstacles, blast bad 
guys (with newspapers), and ride your BMX through an 
obstacle course, This game is tricky, intense fun. 

The good folks at Midway have dona a perfect emu¬ 
lation job, but full credit must go to Atari, who came up 
with the games in the first place. Ah, but Hoad 
Bla$ter$.J\r\agine Space Invaders on a banana peel 




A WHo could forget Paperboy? Ttiii gome alone is worth the 
price of admission. 


^ Tie GRAMCS ARE ARCADE-PERFECT 

^ The music is mixed arq mad 

► Tw COICEPT IS IMVeSAUY SOIMI 

► I'a fUY IT JKDL it's aauaLf Din schodl 



Diablo 



Publisiier Electronic Arts Developer Electronic Arts 
Type Action RFG Rating M Players 1-2 Discs 1 



▲ You con visit the Qverworld to folk lo the townspeople or 
(ust bu/ supplies^ Most of the action goes down underground! 


Gex: Entar the Gecko 


Publish«r MItfway Developer Crystal Dynainics 
IVpe 3-D Platform R^fig K-A Playen 1 Qscs 1 


amers usually dread PC-to-console conversions 
because sacrifices are inevitably made to com¬ 
press the game into a console format, and the new ver¬ 
sion is rarely even dose to as good as the original. 
Diablo breaks that mold and delivers a game that is as 
least as entertaining as its PC counterpart, and by far 
better looking. 

You must choose one of three character classes and 
then descend into a 16-ievel dungeon to defeat the evil 
demon Diablo. During your descent through the dun¬ 
geon, you will find many subnquests, which will in turn 
help you find magic items to help you out, Along the way 
you will interact with many characters who will help or 
hinder you on your quest. 

The whole game is played from the isometric per¬ 
spective, and the graphics are beautiful All of the mon¬ 
sters are large and well animated, and some of the spell 
effects are quite spectacular to behold—especially with 
the copious amount of colored lighting that haSj 
added since the PC version. 


the developers really cared about the 
game's details. 

Gex 2 features seven environments 
that are split up into varying levels. Each 
level pays homage to a certain cinematic 
genre, ranging from SclFi shows to car- 


inally, several years after his premiere on the 3DO 
console, Gex makes his appearance in a sequel 
Gex: Enter the Gecko marks Crystal Dynamic's first 
attempt at a true 3-D platform title. 

The story opens up as two government agents 
inform Gex of the return of his arch-nemesis Rez, Appar¬ 
ently, Rez is up to his old antics and is trying once again 
to take over the world's television channels. Gex is at 
first reluctant to help, but after a bit of convincing and a 
bunch of money, he finally decides to become a hero. 

As In the first Gex, comedian Dana Gould handles ail 
of the snappy Gecko's voice-overs. Gould manages to 
infuse quite a bit of comedic personality into what could 
have been a rather average mascot. In fact, gamers wifi 
be amused at the quality and quantity of the comedy in 
this title. From the overall kooky design of the environ¬ 
ments to the wacky costumes Gex wears, you can tell 



The control scheme is now a directional interface, 
which Is surprisingly efficient and easy to use. The 
action can get fast and furious the farther you get into 
the game, but iuckily you can play with another player to 
help you tackle everything. With a second player, you 
are able to cover each other effectively and reach diffi¬ 
cult spots That a single player may have lots of trouble 
getting to. 

Overall Diablo is not only an excellent conversion, it's 
an excellent game tailored to a console's specifications. 
Kudos to Electronic Arts. 

► Tf€ GRAPHICS ENHANCE THE WIGD OF THE GAME CONSIDERA^Y 
^ The M1JS3C wil keep you rei tic edge of yddr seat 

► The mm is simple, but mm BEAUTFUitY 

► luPLAriT THRQUGH SEVERAlTIMES 

PSM Final Score: 4Kii 

A NEW BENGHMAIffl IN PC-TD-GDNSDLf CDHVERSIQHS 


* Almost evny level showcases some sort of Pf-ayStutiori 
effect^ such as transtucency. Cogging, and lighfHng, 


toons to the classic Chop-Suey Kung Fu flicks of old. 
You will be traveling from area to area, fighting 
aliens, dinosaurs, and anything else you can 
think of. There is simply no end to the variety 
you will find in Enter the Gecko. 

All in all, Crystal Dynamics has 
done a decent job of bringing Gex into 
the 3-D world. The camera, while still a 
bit problematic, works pretty well overall 
and can be adjusted easily with the LI 
and R1 buttons. The controls are also rather tight, which 
IS a definite plus considering all the precise jumping and 
running this game requires. So If you are a fan of plat¬ 
formers, give Gex 2 a try, It may not be perfect, but it has 
definitely taken this genre in the right direction. 

lb THEIlUPNH^AJ^QyiHrANDriAR^^ 

> The MUSIC is STHANS BLT AffROPRIAIE 
>■ Tif tmm g suimv 

► I'll njlY rr BECAUSE it's ftwny 

PSM Final Score: fR 
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StM Harbinger 

Type; Action 
Publisher: Mindscape 
Developer: SingleTrac 
Release Date: 10/30/96 

Steei Hafbingerwds one of the early second-generation 
PlayStation titles, and it showed what could be done 
with the console, Lighting effects, which are now 
extremely popular, littered the S-D environments. You 
could drive cool vehicles like trucks and hoverdiscs, and 
the FMV segments actually looked very good- The mis¬ 
sion-based action also provided a change from other 
shooters, such as Interplay's Loaded 

Unfortunately, Steel Harbinger doesn't feature any 
gameplay elements that would make it stand out nowa¬ 
days—everything the game did well has now been 
done much better, You1i notice that the missions were 
actually pretty bland and the action tended to get repe¬ 
titious way too fast. If youYe in the market for an 
action/shooter title, go ahead and get something else. 
Steel Harbinger is no longer worth your time. 



OfiioirstfiL ECDfce! OOO 

New ScD4=te! o 




Ever wonder how games of the past would do if compared to today's latest 
hits? Wonder no longer, as PSM has gone back and dug out some of the 
PlayStation's classic games. We've replayed them in order to see if they still 
have what it takes to be number one and then rescored them to today's stan¬ 
dards, How did they compare? Read on and find out. 


Robo Pit 

Type; Fighting/Strategy 
Publisher; THQ 
Developer: Altron 
Release Date: 8/21/96 

When Robo P/t first came out, it was a rather original 
title. Basically, you designed a robot and then put it up 
against 100 other robot "bosses." Yup, 100. As you 
won more and more battles, you could purchase newer 
and more powerful attachments, making your robot 
that much better. The game also had a very cool twch 
player mode that let you challenge one of your friends. 

While fighting games are always welcome on the 
PlayStation, most of them fade out of popularity pretty 
quickly. Robo Pit is one of those games. Its graphics 
can't even begin to compare with today's titles, and the 
gameplay, while formerly unigue, no longer provides 
enough variety to keep gamers interested. Your best 
bet for robot combat these days is Armored Core. It 
takes all the elements that made Robo Pit unique and 
improves upon them in every way possible. 



D-RiaiN-RL 5ca«e: ooovb 

Neuj Eco-re! O 


Tetris Plus 

Type; Puzzle 
Publisher: Jaleco 
Developer: Jaleco 
Release Date: 10/1S./96 

What can we say about Tetris? It's the most successful 
game ever released, appearing on virtually every gam¬ 
ing system you can think of, Tetris Plus took the tradi¬ 
tional Tefns game and added in a few new modes. A 
puzzle mode challenged you to rescue a little professor 
character {by getting rid of the rows of blocks), as a big 
spike slowly lowers towards him. An "edst" feature 
aEiowed you to design your own puzzles! 

Since very few quality puzzle games have been 
released for the PlayStation, Tetris Plus remains one of 
the best. In fact, it's as fun today as it was when it first 
came out The two-player mode can't be beat, and the 
vast amount of levels will keep you infinitely chal¬ 
lenged. If you can find this game anywhere, grab it. It's 
orte of those golden treasures that deserves to be in 
every gamer's collection. 



DRlGlNm EiCPR^i OOOl/£ 

OOOVi 


Neui 



hese are our ratings for some 
of the games released over 
the past several months. Check 'em 
out for any titles you may have 
missedr or just to familiarize your¬ 
selves with our thoughts on games. 
You don't have to take our ratings at 
face value alone—think of Backlog 
as ''review calihration." This way, 
you can judge for yourself which 
titles to spend your hard-earned 
cash on, and which ones to avoid. 


Aiundra OOOO 

Arcade's Greatest Hits Vol. 2 OOO 

Auto Destruct 0001/2 

Bloody Roar OOOO 

Broken Sword 001/2 

Bug Riders 01/2 

CART World Series OOO 

CStC: Red Alert OOOO 

Colony Wars OOOOO 

Cool Boarders 2 0001/2 

Courier Crisis 01/2 

Crash Bandicoot 2 OOOOO 

Critical Depth 001/2 

Dragon Ball GT Final Bout O 

Duke Nukem: Total Meltdown OOOO 


FIFA '98 0001/2 

Final Fantasy Tactics OOOO 

Frogger O 

Ghost In The Shell 0001/2 
Intelligent Qube 0001/2 
Jet Moto 2 0001/2 
Lode Runner 001/2 
Madden '98 OOO 
Marvel Superheroes OOOO 
MDKOOO 

Micro Machines V3 0001/2 
MK Mythologies: Sub Zero 001/2 
Monopoly 01/2 
Monster Rancher 00001/2 
Nagano Winter Olympics '98 0001/2 
NBA: In The Zone '98 OOO 
NBA Live '98 OOOO 
NCAA GameBreaker '98 OOOOO 
Need For Speed: V-Rally 0001/2 
NFL GameDay '98 OOOOO 


NHL'98 00001/2 
One OOO 

Pandemonium 2 OOO 

Point Blank 0001/2 

Rampage World Tour 001/2 

Ray Tracers 00 

Reel Fishing OOO 

Red Asphalt OOO 

Resident Evil 2 OOOOO 

Riven OOO 

Skull Monkeys OOO 

Spawn The Eternal 01/2 

Star Wars: Masters of Teras Kasi OOO 

Street Fighter EX Plus Alpha 00001/2 

Tennis Arena OOO 

Test Drive 4 OOOO 

Tomb Raider 2 OOOOO 

Vs. 001/2 

WCW Nitro OOO 

X-Men: COTA 001/2 
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Wh^ me. Jusf tion t liit tliat Quit bulion. Jer it your 

battle cry. Then hrin^Clri'theVsheletal warriors, zomhic^ anJ over 50 * • 
other-unJead,denizens, Eaet ijne is a chanee to slice and^'dice lihe a (jinsu 

... ■ . ' . ^ ' N - - 

^ Wfe had. A\n opportunity to niastei' the 13 death , implements let-I'. 
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?> your, disposal. Of play tlie PC version and leave’tKe oilier on-line* . 

*' pla^r^’eryiri^ [or qiore. Because in tliese 10 cavernous levels of einl traps^^ ; 
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The litife guy will open up a secret door in 
a previocisty solid vvolL follow him in and*.* 


■51-4=15X0 


As Blasto fights his way through ievei after level of alien oppression, he 
will find many babes in distress. Their dances are pretty risque, and1f 
you rescue every single one* youll be rewarded with a secret levelf. 


Publisher Sony CEA 
Developer Sony DEA 


Release Date April 
Type 3-D Platform Shooter 




^ The down¬ 
right naftty 
Bose i& riw one 
causing of] the 
trouble; as he 
and his Pear 
Troopers are 
making a 
mess of 
things oH 
over the 
galaxy* Can 
Blasto put on end 
to his evil ways? 


SITTING 
□ OUJN 
ON T+d-E 

Jos! 

One of the stranger secrets we've 
found in Blasto involves Blasto track* 
ing an alien into the bathroom and 
then blowing him away. Oddly 
enough, this will net you an excess 
of five extra lives. 




Sony's much-hyped 
platformer is finally 
ready, and it's lookin 
pretty darn good! 

S /a5fo was much hyped early on 
in Its [ife and then went Into 
hibernation* without a peep since. One 
reason is that after E3* Sony realized 
that the game just wasn't ready. Thus, 
Biasto went back into heavy develop¬ 
ment for some extra work and fine-tun¬ 
ing, The good news is that it appears to 
have paid off, as Blasto is looking to be 
one of the freshest most fun, and 
most technologically impressive 
games the PlayStation has ever seen* 
The game's hero, Blasto* is an over¬ 
ly musefed, strangely talkative crusader 
of justice waging a war against evil 
aliens who are trying to conquer the 
galaxy. The game's environments are 
huge, but after an initial load* each level 
has no load time whatsoever. The rea¬ 
son for this is that the game streams 
level information off the CD as you 
play. It works very wefi* and the level 
sizes are bigger than those found in 
most games with long load times* 


At Blasfo'» cora good 
old-fashioned platform 
action, f pr exompte, here 
you must time Elaslo's 


doesn't get sliced up on 


Hie rotating blade. 


At the heart of Blasto beats a clas¬ 
sic 3-D platform shooter in which you 
run around and, well, shoot things. 
Aliens constantly attack you from afl 
sides* and the game stays intense 
throughout each level Blasto has a 
variety of power-ups to grab 
way, from the standard {a flamethrow¬ 
er) to the downright bizarre (a blue 
chicken), The power-ups will help you 
survive the game's treacherous levels, 
One of the special features Blasto 
wifi find in his journey are the "Blasto 
Babes," Basically, these are women in 
skimpy outfits who Blasto must rescue 
from The evil clutches of the aliens. This 
element definitely isn't PC, but it fits 
silly, retro, '50s look of the game* 

In our nearly finished version of the 
ie, Biasto's graphics are great, the 
are huge, and the sound is 
kickin'. With just a bit more tweaking 
(which is going on as this is being 
written)* Sony could have another 
showcase title on its hands. 


4 Blasto it Heavy on (he dq>ntel*-in-'di 5 tTes» 
tHeme* as you wifi spend a signifkont 
amount of time freeing the ^'Btailo Bcdm,” 


A. "Oo nqf pre**?" who cart resiit a tefnphitkHi 
like this? Sometimes it^ good* somefimes It's bod* 


A This "star sltHr«se" is one of the neerteit 
secrets we've seen In any gome. If you laok 
closely* vw can see that the stars moke up a set 
of HwisiMe platforms boding to special bt^sesl 




A Many of the babes are easy ta find* but A Uickdy* the ^m« is fairly obvious when it a This "Amerkan Maid" bok-Qlike does a 

you may hove to accomplish some specific comes to figunng out how to open the coges cheerleader routine when you rescue hei^ 

task bemre you con rescue them, the babes are trapped in* Every hero needs o pep rally sometime! 
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^ Bktsfe and KFC^ hit f«gal 

chkkon. KFC will hefp 
get yw out mony a tight spot. 


> You can dimb up 
m top of buitdingt at 
whI at go inMoe of 
rtwm# linco oveiy- 
thtng exists *n a reol 
3-D environment. 


Swimming is on 
in^MHtant port of 
fljiasftir and gon^ 
ihrou^ subtorrom 
tunneu is one way 


difforftnt 


▼ Several of the lev¬ 
els Jock you out of 
certoin areas vnf3 
you hove complet' 
ed o specific gonl. 


^ Peor Tftwper scum! These 
guys have a serwus mad-on for 
Bkisto, and they'll keep coming 
ufflfi they finol^ take him out. 
The wor^ is when you get 
attacked by several of these 


guys at once, ffom behind. 


ft FAIL 


Blasto is constantly being attacked 
by aliens from all sides. Like Bfssto 
says, "Better get a mop, 'cause there 
are gonna be guts on the ceiling" ! 


Blasto's lasers can destroy rnany of the objects in his world. Sometrmes this will give you power-ups, 
or help you position yourself in a particularly tough fight. You've gotta use your noggin' against the Pear Troopers! 


; m 


A This gloss woll only olf«fs protediofii for $a 
long. After a few shots ore fired^ it bses its 
user as a shield, so you'll hove to move. 


A A couple of quick shots will shut him vpi 
htavenY you always wanted to da fWs to your 
TV when $ally Stiuthers was on? 


A The alien leader sure t3ces to talk o lot^ like 
most lofig-winded despots. Blosto doesn''! 
Have time for propagemdo, thcxigh. 


A Afiens will use barriers to their odvan^ 
taoe—this guy. keeps jumpif^ out from 
behind the vroll and peppering Bhisto with 
laser fire. Just power up a shot and wait.,. 


tf you don't time going through 
these flametluawers just right, 
they'^re sure to toast yesu. 


A Some aliens ore set up »n advantageous 
high-ground sniper positians. You'll herve to 
adjust the camera to aim your gun high. 


A Uh Ohl Get used to getting double-teomedi 


Blasio will find jetpacks on several of ihe levels that will help him get around 
better. Be careful, though, because you have a fairly limited fuel supply. 


A These "John Woo st)^" two-gun 
aliens are a serious pain when 
they attack in groups. 


A Once you get the fetpock, you can go 
anywhere you want in the environment. 
You can even Ry out into spoce! 


A Until you find the fetpock, there 
is no possible way to reach that 
Blosto Bobe oft in the distonce. 


































A th9 desert is o beautifuf pkxe at A 

beauHful place to kick some olien butt; drat isl 


4 Look out Blosto^ tfu Pear Trooper il obout to 
wfwck youl Wf 9 good thing thot crt close range, 


ri«» Tfie conhots 
are nke ond 
smooth; ond 


A An scubo Trooper, up close and personal. 


onyv/here 


4 **Herf, thot^ Copfoirt 
BkistO; dien scuml" You 
con't help but get into 
the Blasto persona 
whBe ploying* 


^ to be int Blosto must find 
iry aliens on the right with' 
sottomless chasm below. 


across the 
desert ot 
irKredible 


KFC is Blasto's faithful chick¬ 
en companion. Blasto can 
catch and ride KFC in the 
desert stages to help him get 
to previously unreachable areas 


sp ee d s t he 
fastest chkk* 
en in the wesH 


A KFC isn't just fast, though* With his powerful 
chkken legs, KIC helps Bfasto reach anaas our 
hero couldn't get to on hts own* 


A KFC olso has a secret weapon* If loys on egg, 
which hatches into a kind of ''attack chicken"^ 
thot wjB attack your enemies* What a pdtt 


to raid some oncient tomb* Almost like a*.*tomb raider. Hmmm. 


Although 8/asfo was primarily designed to be a 3-D shooter, it also 
has a healthy dose of standard platform game elements to keep 
the "jumper" inside ail of us happy. 


A These platforms will bounce Blasto way up, 
about five Hme$ higher than a normal jump* 


A You must master jumping through these 
rotoHng tubes if you wish la bent the game. 


A Blasto can leap and grab onl 
jump is a particularly bng one, 


April 
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A When Bkisto turns invisible/ the bod guys 
will shoot wilctty, usvaltV messing hirru Sut if 
Bilculo starts diMlingr tney'U target him. 


^ Bhula turns onto metal when he becomes 
iffvindblej and enemy bser fire Orally 
reflects right off of him-^ really cool effect! 


Throughout his adventure, Blasto can pick up a wide variety of power-ups 
that Will help him along the way, from the wacky to the downright absurd. 


► Okay » ttHS 
il just an other 
grotuilDus shot of Blasto. 
But you gotta admits he i$ 
a pretty coot choracten 


A The target cam is portkulady useful when 
enemies are below and above you—you can 
trade them manually and blow them oway.. 


A Ybu can lock the comero in a specifk posi' 
tion to help you make a ckfficull jump. You'll 
use this feature o lot during the game. 


A You can olso survey large oreos to get o 
belter feeling of where you are. It's always 
good lo hove on ideo or whot's nmund ynul 


■i These fans suck... 
Suck Blasto onto the 
harmful solar ponds, 
that iSf It takes veteran 
plotfonn^mpa^ skills 
to maneuver sofdy 
through IhU tricky ar». 


W Many pt/Eiles rdy on 
Bkisto manipukiling 
pieces of his enviroa- 
ment to o««u new 
locolions. Here^ he must 
push a huge block to 
reoch o neorby ledge. 


A Blasto con fry hts enemies with this hondy 
flamethrower fw o '''|ob well eJone" (ouch)! 




r 


A The automatic repeating blaster makes 
fighting enemies quite a bit easier. 


Should you want to, you can take man¬ 
ual control of both the camera and 
Blasters atm. This comes in handy in 
several situations, especialty in combat. 
It's essential that you master using the 
camera to get you through the game. 




> The ATien 
Moker ts 
one of the 
itrongasl 
weapons in 
any game—> 
it creates 
akens that 
■tart ihoof- 
ing atywl? 


< The ksvo field is dork and 
ominous* Who knows 
what might be 
lurkkig in the 
shades.*, 






* f 


A Ufe're not going ta tdl you whoi 
this bad bey is^ just be warned that 
he^ a redly tough customer.*. 


We hoven't figured out o 
use for the Alien Maker 
yet, but the filasto team 
assures us that it's neces¬ 
sary for certain stages of 
the game. We'll all just 
hove to woit ond seel 
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Publisher Psygnosis 
Deveiuper Traveller's Tales 


Release Date March 
Type Actlen/Aiiventure 




^ Piulfuiiii hercw oH 
HHNn to mwi ptonty of 
ottvtvde these doys^ 
and Rascal has enough 
to go around* 






A At the end of every future 3Cone awaits a 
bour-^his one likes to lob hourgkssses in your 
direction. Ouchl 


A Acrscars cost of enemies isn't limited to 
humans. Even this parrot wants in on the 
Roscal-snuffing action! 


A ffoscars rooms are huge and their orthilBC- 
lure con be stunning—just beware the mov^ 
ing ptothHms. 




4 Roseola 
bubble 
gun 
better 
pock o 
mean 
punch—he's 
gonna 
need HI 


Home sweet 
home—the game's 
action starts out 
right in Rascal's 
whimsical room. 




Attitude is everything in 
Psygnosis' time-traversing 


sygnosfs is a ram© you might not associate with 
5-D platformers. But with Rascal its latest cre¬ 
ation, the company behind such PlayStation super-hits as 
Wipeout XL and Colony Wars is hoping to make an indeli- 
ble mark on the genre. 

It seems like every platform star these days has to 
have mega attitude, whether it be the wiseH:racking Gex 
or the aJI-tocK;ool Blasto, and Rascal's namesake is no dif¬ 
ferent. The creation of Jim Henson's renowned Creature 
Workshop (of The Muppets fame), Rascal has it all—cool 
shades, hip clothes, and a backwards baseball cap. 

Since we last visited RascalV^o issues ago (February, 
issue 6), work on the game has been moving ahead 
swiftly at Traveller's Tales. Working overtime to ensure 
that each of the game's time-spanning stages has its 
own unique look and feel, Rascafs design team is also 
paying ample attention to its cast of enemies. From giant 


r 
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spiders to maniacaf 
pirates, they just keep 
on getting creepier. 

In addition to brim¬ 
ming over with bizarre 
creatures, human foes, 
swinging obstacles, and 
tricky jumps, ffasca/'s stages are growing larger and more 
detailed. Placing an equal emphasis on action and adven¬ 
ture. they require more than just your trusty bubble gun 
and jump attack to complete—serious brainwork is key to 
unraveling the numerous puzzles strewn throughout. 

As the latest entry into the fast-growing 3-D plat¬ 
former fray, Rascal is shaping up to provide some seri¬ 
ous competition to the likes of Gex and Blasto. Do'es 
success await Psygnosis in this relatively untapped 
genre? Only time will tell. 


T Rojcaf prwes that 
na mottef where you 
troveK^vien through 
Hme-^yagH ttiP hm 
lo pull off precision 
pkirforvn jumps. 


01? 




Trademark Psygnosis and Traveller's Tales 
material, tocafs world is bright and colorful. 
Pushing the 3-D platformer field to a new 
level, the game runs at a consistent 60 
frames per second throughout, with realistic 
lighting effects and 
crisp, animat- 
ed textures. 




A Don't ttop loo (ong to ^owk at the 
ficeneiy^-you'va got soma nnous 
baddies to contend with in all of the 
game's ki^h environmenti. 


A On land or under IIm tea, Roscol's 
odventure will place him ht mony por- 
iloui Hhjat»ns. ^k3vigo1o tCmo mines 
corefulfy or the little guy b toast. 


A What wOA o bustling wettum 
town in the past becomes a 
mere movie set in the present. 
IbKs see that 5AO card, buddyt 


NT 


Who needs carts? The result of 
keen optimization, Rascal has some 
of the fastest CD toad times ever. 
Switching between completely 
unique areas within the game takes 
place in the blink of an eye, not after 
a matter of seconds. 


A The gomo's thort load hmes ore best 
appreciated when twitching fram mani to 
room- Hw Rascal opproocihes the dw, 
which swings open... 


A ..J^nd voilol In no Hme flot, the next 
roam is looded and ready for exploring. 
Details Cke these reaily canhnSHite to a 
ganie's overoll quality. 


effects 
are so 
gi»d 
you con 
almost 
feel the 
heot. Yowl 


A Real-time enviranmental reBection mapping makes 
for some incredible effects. Case in point: this suit of 
armor reoily reffects hs surroundings. 













































TitniNG Is 

iVSRYTHlNG 


Basebal games often get too crniple* with 7 , 

batting cursors and hitting zones^ The develop- . 

ers of Triple P/a/bdieve that simplicity is key to - -^ . .. : 

a fast playing arcade-style baseball game. You ^ ^ ♦ j ‘ 

get plenty of controL but it all comes down to - y 

timing the swing. This is a method some ATtwimiplkiry<rfif»si»wdownbeN^nbat- ATlt«!itmpbandinlijiHv«pjtch«r/bciitef 




gamers prefer, and others don't^ 


ter and pitcher gtoes a bet deeper because you 
control where you want to hit the ball. 


Face \i very rmich arcade-bawd^ refying ntore 
on liming than miiicate windows or cursors. 




A The afilcr touch on pitches is □ bit unrealistic— 
another more arcode^style feature—but it's 
great for Iwo-player battles. 


Publisher EA Spurts 
Developer EA Canada 


Release Date May 
Type Sports 





EA is planning to turn this Triple Play into a dominant force 



A The cleaned-up 
ter looking game 


tsent a 

ion the lost version. 


A commitment to stats shows through once 
again with on even deeper statistics dotobose 
mon last yearV offering. 


ihe storied history of EA Sports has seen major sue- 
icess in nearly every sport known to man, yet 
America's Pastime is the lone territory EA has yet to domi¬ 
nate. The Triple Play series (which took over from the failed 
Tony LaRussa and MLBPA) has gone a long ways towards 
achieving this goal, but as of yet neither the game nor its 
sales have neared EA's achievements in other sports. With 
Triple Play *99, EA hopes to change all of this. 

The game is running on a refined version of last year's 
polygonal engine. Dramatic improvements in the player 
models, some smoothing out of the camera, and a variety of 
new animations already have the unfinished TP W 
looking twice as good its predecessor In the 
realm of gameplay, the developers are giving 
more control to the player and fixing the 
many AJ bugs of last year. TP V9 incor¬ 
porates a dynamic camera that livens 
up the game and makes it much more 
playable, taking a cue from Sega's 
World Series Baseball 98. After a 
missed pitch, the camera smoothly 
cuts behind the pitcher for a different 


look at the swing. This is reminiscent of a television broad¬ 
cast, and more importantly, it doesn't interfere with the 
gamepiay, When the bail is hit, the camera shifts quickly to 
a new angle for fielding. Again, this immerses you in the 
game while giving you the perfect camera position for mak¬ 
ing a defensive play. 

New animations spice up the look of the game and go a 
long way towards improving gamepiay. Throws on the run or 
off the wrong foot, plus hard or accurate tosses, are depict¬ 
ed with smooth new motion-captured animations, and you 
get to choose the best play for each situation. You 
can also decide between sliding, diving, or 
bowling over the catcher. These new 
features are essential to the overall 
playability, but the sped-up game- 
play could be the real key. 

Is a faster, stronger, and 
smoother game enough to 
take EA into the major 
leagues? TP W could just 
end up being the best Play¬ 
Station baseball game yet. 


4 Last year, the presenKition made ihe 
lome Nike N>a lam. This year, EA hoi 
lieved more ol a bdance. 




True 

iNTe-RflCTlON 

EA has a history of adding cool ■m\ 
animations to its sports games, but giv 
iiig you no control of when and fH>vv iv 
activate them. The developers are 
finally getting the big picture—yoL-. wu 
want the cool moves, but we want i 
have control over them ourselves' 


Throwing: on liha ruti isn't <a auunrie, but it 
gets the ball ta th« basa rnuch qukkor. 


•. A boll Oeep in the hole at shortstop with a 
fast runner. The only Way to get him out at 
U to take a chance and tWow gif the wrung 
foot. A choice that ymt hove to make! 


tt^ youf choke whether to slide or dive to 
ovoid the tag-^eck, you can even bowl right 
over the catcher il you wanff 


4 The staefiums in Triple Pkiy '99 an so nearistk you're 
liable to poy SA .00 for a coke while you're ployh^g. 




A' 



























































Publisher Interplay Release Date April 

Developer Promethean Designs Type Racing 







The iaponese frock it litimed in port by o 
terorte, well groofood gorden'likc londkope. 


4 What would a U.5. raceway be without the 
Fomiltor kon of the Statue of Uberty? 


^ Lush vegetation ond ancient ruins ore the back¬ 
ground for the South Amerkon track. 


■Rflce 

Twe 

LUo-rld 


Powerboat Racing has tracks located aEl 
over the world, and while none of them 
are based on a real raceway^ all of them 
are designed to reflect the feel of the 
country where they're located. 




h The Grand Canyon 
offers a nice fMOcefut 
environment for you 
to tear through in 


The fastest race on the 


lince our last preview, Interplay has shown us 
even more of its hot upcoming title Powerboat 
Racing, The newest revision features multiple tracks and 
a whole slew of new extras. 

The new tracks highlight a variety of locates all over 
the world. Now you can race on tracks from New York to 
Norway, each with its own unique visual style. And to 
make things even more interesting, different weather 
conditions apply to the tracks each time you race. While 
the weather does little to actually effect gameplay, It's a 
nice touch to see snow pile up on the side of a track after 
multiple races. 

A nice twist that does effect gameplay dramatically is 
the way the tracks dynamically change as you race. This 
means the route you took the last lap may be blocked 
by an obstacle (like a large cargo ship) the next 
lap, so you have to take an alternate route. This 
will really keep you on your toes, as you 
never really know the exact layout of the 
track ahead. 

As we reported last time, the physics are 
realistic and strongly affect the way you race. 

You must constantly control the pitch of the 


boat to 
maximize ei 
ther speed (nose 
high in the air) or control (flat 
in the water). When you take a jump you have the option 
of pulling stunts like flips and rolisHust be careful or 
you may end up submarining. The wakes of the other 
boats also play a large factor in how well your boat con¬ 
trols. Luckily, you can also use your wake to throw them 
off course. 

Powerboat Racing features such must-haves as a 
split-screen mode for two-player support (both horizontal 
and vertical), a time-trial mode, and of course, the tourna¬ 
ment mode. The tournament mode lets you upgrade to 
the supenfast catamarans if you're good enough. 

Powerboat Racing is shaping up to be one of 
the most unique racers of the season, and 
we're looking forward to a reviewable copy 
of the game. Hopefully it will come soon so 
we can give.you the full scoop! 


^4 Worltb oirt 
for riiose fly¬ 
ing bunnmJ 


A Tlw Cortamororu ore oji evon foster clou of A Many al tha hocks hove anima^ed background 

bocrts than the $ingte-hyl| venlons you start wflh. eleniKnls lBc« thu plane. 


A Luckily, tfve gamo doosn^t account 
for your driver freeiirig after taking 
a dunk in icy wafersl 


water is about to break 
waves on the PlayStation 




tven on the 
" water, all 
about speed. 




LU-E-R 


The varying weather conditions will change the overall look of the 
track after time, adding to the realism as you run the race. 


■dmi$ tn^ 
same track 
after o inow- 
storm. All those 
p^ple who 
pul on sbofts 
should new be 
cozy at the 
local pub. 


'd: Don t vrtHiry, 
NT's ^St a li^ht 
dnule. Low at 
It this wcry^-tn 
Engkjnd, where 
this track is 
located, this is 
prodkally 
shorts weother. 
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PTe^PlayStation.. O affigjgWg 
W:CaddstalkeiT ”. 


A Breathtaking 


PlaySt^nlon 


CONTENT IU1CD BY 


PlayStalion and the PlayStaUon Iqqos are trademark^ of Sony Computer Entertainment Inc, “ALUNDRA" is a irademark of Sony Computer Entertainment 
Computer Entertainment Ino./Matrix 1997. English Translation © Working Designs 1997. "Working Designs" is a registered trademark of Working Designs. Ii 
Enterprises. LTD, Combatting wetness^ one dream at a time! For a dealer near you. call (91G) 243-3417. Call l-a(>0-771-3772 for Garrte Raung Informathon. 

































Publisher Activision 
Developer LuxoFlux 


Release Date May 
Type Vehicle Combat 






Activision goes retro in the 

next generation of car combat games 


igiinnte 8 is the first of the new generation of 
vehicular combat games. It incorporates many of 
the ideas we've seen in titles such as Twis^ed Meta! 1 Si 
2 arid adds enough new twists and technical innovations 
to take the genre another step forward in excellence. 

Vigilante S is a technical tour de force for the Play¬ 
Station and IS easily the best-looking Twisted Mstai clone 
on the market. To distinguish itself from the latter, Vigilante 
8 has taken a lot of personality from its spiritual PC prede¬ 
cessor, Interstate 76. 

In fact, Vigilante S started its life as a conversion of the 
PC mega-hit Interstate 76, but the developers decided 
that console gamers would rather play an arena-based 
action game than a mission-based adventure. The 
title has even undergone several 
permutations—first it was called 
Interstate 75 then Inter- 
state 75 and then Inter¬ 
state W, before settling 
on the rather unusual 
choice of Vigilante 8. 

As far as the game 
goes, you get to choose from 
12 tricked-Dut vehicles that range from 70s 
muscle cars to a military-style school bus. Each car cor¬ 
responds to a particular driver who are often even crazier 
than their respective vehicles. l ^ l 

- , ... A On yoohJ Fcikv this bod boy out 

Unc 0 you choose your vehicle^ you enter a large on the road and prepore to kkfc 
3-D landscape for some all-out combat with several 


A Many consider the dune 
buggy to be a weak choke 
wsapcHis usuaQy persuade 


.»me aulornatic 
them elherwisel 




Other vehictes- Tbe terrain looks excellent and cov¬ 


ers a large variety 
of locales, includ¬ 
ing a deserted air¬ 
port hanger and a 
farm. You can destroy 
almost everything in each area, leading 
to an exciting melee of mass destruction 
with missiles flying everywhere. Num¬ 
erous power-ups are scattered throughout 
each level and range from missiles to mor¬ 
tars—all complete with dazzling special effects. 

Control was far from finished in the build we played for 
this preview, but it was already fairly tight. \X uses the 
familiar control scheme from Twisted Metalihax we've all 
grown to love. A two-player option is always a welcome 
addition, and Vigilante 8 excels here 
also. Unfortunately no link¬ 
up mode is available. 
However, most people 
will probably buy the 
game for the horizon¬ 
tal or vertical split¬ 
screen play. 

Expect to spend many 
hours chasing your friends in 
Vigilante 8d various arenas of 
death. Hell, make It a wholesome 
family evening! All you gamers 
anxious for Twisted Metal 3 
should not be disappointed. 


k You 
can race 
in aitd 
out oF 
□If ihe 
tmshed 
ploAH at 
the old 
airfield* 


0»ie sca^y evemneo S .. 

somev/hei« in Nf w4^feo. 


A Ah yes, a 
lowrt that hasn''t 
^ been touched 
by the ravages 
of botrie. Oh 
well, 1 guesj iti} 
rime to rip this 
pkice apait»* 


A Thu abandoned airport is the perfect place 
for on ambush. You^ve been wamedi 


A This rime the Branco h gair>g to take out the 
A'Team van for goodl Take In^, Mr* Tl 


A Part of the challenge ifi V^iTonte B is [ust 
dodging the choos going on oreund you. 



an excellent game, : the i ^ 

engine is really starting tO' ' . _ 

show its age next to the A The rural levd level 

newer technology in games 

like Vigilante 8. Twisted ihmwgh them-iiwy.'n 


A Also, whereas TWuted Metal has 
large environments with only a few 
scattered background dements that can 
be affected by combot.*. 


A .4 JUisdutely everyffirng standing tn 
V^lbnte B can be reckK^ to rubble by 
the end of each conflict (and usually b). 
This rea% odds to the intense action. 


Metal 3 has its work cut out! 


#=|Pf^VL 
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Get GorriE -Rir! 


The physics in this game let you pull 
off some pretty spectacular jumps— 
and not always on purpose! Realizing 
how your vehicle flies is one of the 
strategies you'll have to master to 
truly excel at the game. 




A Moybti if i 
save yoursel 


jump on this plone you can 
hen a^in, maybe notl 


A The Bronco narrowly escopes o missile by 
catching »ame extreme air off the bridge. 


A Verlkol splihscreen gJves you a much A ».The peripheral views in Hie horixontal 
lorger view of the octionr but,H spirt screen rnoy be more effediva in battle. 



A If Hoesn^t get much closer than this! The fi|^s^per5on view realty puts you into the 
Qcfian^ It's also a good penpedfve for a wholesome gome of chicken. 


Ve-HICLES Q 


Vigiiante 8 has a wide variety of funky vehi¬ 
cle choices for almost any driving style. 



A The dune buggy is fast ond maneuverable; just don't 
expect to lake loo many hits before going up in flames, 



^ This truck is just the kind of vehkle you want when 
the time comes to do donuts in the orchord* 


A tti annoying things like Hvs flying truck 
that put bus drivers in such bod im^S when 
the weekend is over. 


A The lime green camper certainly mokes o state¬ 
ment—especially with a mortar attached (he hood. 


W luft me car weVe been 
looking foi^^ beautifully 
preserved 1970 tincainf 
optionai weaponi indtfded. 




'PSm 1990 + 




A Yeeee'Hawl not everydoy you 
get to drive o big rig at high 
Speeds over huge jumps 


top- 

mountsd rockot 
launchers and twin 
mochine guns, the 
big rig is truly one 
mean machme. 


cr-7^e 




















































Publisher Working Designs 
Developer Alpha System 


Release Date April 
Type Shooter 



k/JiHO’S T-HE 


Elemental Geaitolt's bosses are right out of the dark ages, and they're raring to get medieval on you. From 
lumbering arachnids to a floating battle station, they'll eat you for lunch if you don't use ample ammo. 






nnaviNG 


What adventure is complete without cut 
scenes? Elemental Gearbolttakes the 
animated route, with between-ievel inter¬ 
missions that progress the story. Full¬ 
screen and fluidiv’animated, youII be 
hard-pressed to believe theyVe 
not from a feature film. 


A This mysterioui wotnctn appears htHTi Hme h> 
time in the dnetnof* If she heiv help you, or is 
iho fighting against ypy? The plof thkkens,^. 


A It looks like $cxnebady''f having a bod da/n 
huh? The garnet plot unfotds. ihfwgh lush^ onh 
moted scenes soch ta liSts one* 


A Meet the bad guys- And when we say bad, we 
meon really, naity bodJ 


A H killer lab$ten weren^t bod efwvgh, 
stage two^ seo serpent throws raxor-shorp 
5pir»es at you,. Ouch! 


A Stage threei dark, dank tunnels ore 
inhabited by this powerful bug boss, it 
maybe clumsy, but it ani't there to dancel 


Working Designs shoots 

beyond the RPG genre 

for its latest fantasy adventure 


▼ Efemental Gearbolt blends 
hand-dtown 2D backgrounds 
and polygonat lOndscapes for 
a unique effect. 






A The game's stages are 
filled strange beasts 
such os these tewedng, 
spjder'Iilca baddies. 


A Stage one is set in a suspiciously silent town. Perhaps the mon¬ 
sters }ust got done eating their lunch? 


forking Designs Isn't a name you'd normally asso¬ 
ciate with llghtgun games. Sul you'd better get 
used to It, because its next offering for our favorite plat¬ 
form is exactly that. Developed by the same team respon^ 
sfble for Proyecf; Homed Owl Elemental Gearboit is 
unlike any other llghtgun shooter you've ever seen. 

Don't ask us what a "Gearboit" is—we're stumped 
on that one. But when It comes to the "Elemental" in the 
game's title, here's the scoop: Set In a fantasy world that's 
fallen under the control of an evil mastermind (sound 
familiar?), the game places you in the role of a "master of 
the elements" (an elemental), bent on defeating this 
menace and saving the land. 

More of an "on-rails" shooter than a traditional 
lightgun game, Bemental Gearboit takes to the skies 
for a majority of gameplay. But whether flying through 
the levels or running along the ground, one thing 
remains the same—you'll need to kick some serious 
monster butt. And what better way to do so than with 
a powerful blaster that harnesses the powers of fire, 
water, and electricity? 


Monsters aren't the only thing to blast, either, 
Scattered throughout each level are fairies that must be 
set free, along with health-boosting power-ups and extra 
points in the form of gold. At the end of each level awaits 
a boss character that's as relentless as it is powerful. And 
after passing a stage, you can use accumulated points to 
boost your experience or bonus points., adding an RPG- 
type element to the game. 

As far as looks go. Elemental Gearboit sports a heavy 
gothic Influence, From dark forest settings to lowering 
cathedrals, the game's visual design is purely medieval 
and very moody. To compliment things, the entire adven¬ 
ture ts accompanied by a haunting musical score. Think 
classical and you'll get the idea. 

Blaster fans get ready—Working Designs' first foray 
into the llghtgun realm stands a very good chance of 
changing the way you view the genre forever Lock and 
load, everyone I 

> This damanial may 
look nkfi aT>d cut^, but 
she packs some 
nia|ar firapower! 




b flying high 
ovef stage 
foor^ arid 
desert is this 


power air 
fartress. 
Shades of /D4? 


A This weH-anmed warrior U the Brst boss 
youll encaunter in the ^me:. Beware its 
ffame attack—it packs a nasty pgnciil 
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Publisher Jaleco 
Developer Tomy 


Release Date March 
Type Racing 
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^ Speed models Phe latest in fashion 
while showing off the sporty Mach S, 


The animated racer is finally 
speeding his way onto the PlayStation 


S peed Hacer h one of the most well-known passing cars and obsta- / 

and loved cartoon characters around the cles. The Mach 5 has / ^ 

world, so it's about time that he made his way to the six other features / 

PlayStation. And what better way to make his as well, including / /jr 

appearance than in a racing game? the classic ^ 

Much like the Ridge Racer series, Speed Racer Chopper saw- 7 

uses a single large track that is broken up into several blades and the Belt ^ 
smaller tracks. As you become better, more and more Tj-re, which improves j 

of the track becomes available to race on, And while handling in muddy areas. Using the appropriate 

the game has no real shortcuts, multiple paths allow feature in the correct situation could easily shave sev- 

more freedom in where you can actually drive. (You'll era! seconds off your lap time, 

have to search for a hidden track, as wellj You can choose between two separate racing 

Since you are actually driving the Mach 5, all the options: Orthodox and Endurance. Orthodox mode has 

car's special features are avalE a more arcade feel and emphasizes straight racing, 
able. Who could forget Endurance mode is a little bit more realistic with the 
the Auto Jack that physics; it limits the incredibly high speeds you will find 

propelled Speed in the Orthodox mode. You will also have to race twen- 

s^Sj/SS/tlBBKK and his car out of ty five laps instead of the standard six. 

harm's way in In a time where racing games come and go, ifs 
many an epi- nice to see a unique title like Speed Racer, The overall 

sode? Well, you cartoony feel of the game and the cool car options 

can use it in this make this a title that may just find its niche in a crowd- 

genre. We'll know more soon enough! 


A. The A} HI tHb ganfw is rotW aggressive, and rite other cars 


hav« rie prablenu hitting you. Ft's going to take oil your effort to 
stay out ol your oppooenis' way. 


4 Some of the tunnels in Speed Racer Icxik a lot like 
those m Rjd^ ftcKer,, but we^re sure iKf just a coincidence, 


A Before you ^Itirt racing;, you con choose from 
several different versions of the ModK 5, Each 
has its own unique hondHng tharacterisfics. 


A Crashes in Speed Rocer are pretty spectocu 
lar, causing your cor to fly high into the air 
bdure smashing into the ground. 


03 


Anyone who has watched Speed toer can tell you that the coolest thing about 
the cartoon was the fabled Mach 5. With its numerous abilities, Speed Racer's 
trusty auto was able to take on any situation and get away without a scratch. 
Luckily you can use all of those abilities in this game. 


Just like the track designs in the Ridge Racer series, this game uses a sin¬ 
gle, larger track that is split up into several smaller routes. Depending on 
which track you race, you will have to travel down different paths to reach 

the same location. 


Best used in muddy areas, the Bek Tire helps 
pruvMJe the Mach 5 with better tnidion at high 
speeds. No spinning out for you! 


A. The Autq 4ack prtipels the Mach S high into 
the air, allowing you to dodge any cc^ or 
obslades with ease. 


A Since racing in the dork ts exlremety danger' 
ous, use the Evening Eye to inifirove the visibili'^ 
ty in frorrt of you. 


A While no^ used often in the game, the 
Chopper easily sows through ctny trees tirat 
may get in your way 


A In track one, the path ahead is blocked by A .«^&ut In track two, the right path is blocked, 

a metal barrier, sc» you can only go left.,. forcing you to go straight. 
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Compete for Championship Titles 



Win big bucks and use the dough to buy 
upgrades and repairs. 


Revoiutionary Track Editor 

Create and store 30 custom 
tracks on a single Memory Card 
with Track Editor. 


Death-Defying Moves 

Jumps, stunts, hairpin turns, 
and bone-crushing wipe-outs. 


Furious All-Terrain Racing 

Sand, mud, water, gravel, and ice 
effect handling and speed. 


Race Against a “Ghost Rider” 

Compete against a ghost rider simulation 
of your best time. 


Get a Grip 

Plug in a Sony Analog Controller for precise handling. 


JEREMY MCGRATH 

SUPER 

CROSS 

98 
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Jeremy "Showtime"McGrath 

J-Time AMA Matacross Champion 


ACC£A/M 



www.acclaimjpDrts.CDni 


Supercrosi- 'Sfi is a regisl&red trademark of Aociaim EntertainmenS, inc. PlayStation and Ihe PlayStation logo ara trademartts of Sony 
Compotaf ETiiartajnment. Inc. All oihor trademarks are trademarks of A-oclatm Entenainment, 1r>c. tm ® and © 1996 Acclaim 
Entertainment. Inc, AH rights re&en/ed. 








Publisher Jaleco 
Developer Visit 


Release Date March 
Type Action/Platform 



Not Just ■PL^=iT-FD'Rm—HO'P -ping 


Each level has a special hidden game an which 
you can win extra health, stars, or life one-ups. 



A In this puule you ploy with the semaphore 
flogs and guess what robof's going to signal* 


A Here you must moke each of the generators 
spin by pounding Hie X button as fast as you can. 


4 Ho surprise hero, simply get all skunks to win 
o pn», ftot quito Vegasj but fun nonethelessl 


A This garnet probobly the easiest of the bunch— 
[usf match us many faces as you can in 30 seconds. 




4 Power^s 
like this para¬ 
chute are neces- 
sory to compfeto 
certoin levels^ 


unky Skunk may not 
look like your average, 
everyday PlayStation title, 
i but sometimes it feels 
good to break from the 
3'D worlds every now and then. 
And believe us, Punky Skunk is 
about as far from 3-0 as you can get 
away with on the PlayStation! 

There's no doubt about the fact 
that Punky Skunk is aimed at kids. Its 
cute graphics are a dead giveaway, 


< This E 
time to tal 


go stkk comes in handy when if^ 
out some bodd^s. Aim hxgh^nky! 




and the simplistic game 
design (though having its 
share of variety) wifi be pretty 
basic and relatively easy for 
most seasoned gamers. 

Punky [the skunk) starts out with 
just his stink attack, a tail-swipe that 
releases a cloud of toxic gas at the 
enemies. But that's not enough- 
each level also has a power-up that's 
necessary to complete the round. For 
example, Pogo- sticks let you jump high up and 
pounce on enemies, and after grabbing a parachute, Punky 
can ride paths of heat thermals high into the air. Some levels 
depend on your rollerblading skills, and others even require 

using Punky's claws to dig deep into the 
ground, Each level also has a hidden 
icon That will unleash mini-games for 
power-ups and extra lives. 

Don't expect to be bowled over by 
the graphics—this is strictly a throwback 
to the days of the Super MES and 
Genesis. Punky Skunk has a handful of 
lighting effects, like sunrays and rain¬ 
bows that compliment the cutesy 
theme, but you won't find any stunning 
technical innovations. However, fans of 
games like Mega Man X4-iD[avers who 
can appreciate gameplay over graph¬ 
ics—might want to check out the old- 
school play of Punky Skunk when it's 
released in the upcoming months. 


A Frogs fliot barf water? Whateverl 




1 .. 51 ^ 


1 


A “^*..Aiid remember to bring me bock a Coke 
when yog rehim fram storming the land," 


A Punky^ chute lets him roast high in the sky. 
Go Pwi'ky, go Ptm-kyt 


A Strapping on rollerbkides gives Punky a 
bit more speed. WHoOi thcr's oik fast skunkt 


Can a skunk smell the sweet scent of success? 



A Punky gat$ rad an u Snowboard every 
now and then—it^ just his extreme nature, 


A Punky mokes like a mole with digging 
claws to reach those tucked-oway areas. 



A You need to shoot your doud of stink of these 
annoying iiltie rats* Or are they bears? 



A Punky takes o twisted kind of joy in sharing 
his srink with the rest cf nature^ creotufes. 
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Publisher Electronic Arts 
Developer Electronic Arts 


Release Date March 
Type Racing 



Will the third time be the charm for Electronic 
Arts' Inconsistent racing series? 


eed for Speed 3 continues to get 
more refined as the months pass. 
With an updated look and feel, the third 
installnneni is shaping up to be everything 
that made the original so fun. 

The game is also sporting a new addi¬ 
tion to its title'. Hot Pursuit This is because 



Electronic Arts has listened to the tans 

adding cool effects as mI 

and once again made the police chases a 
large part of the action. However, now the 

we speak. Little f 
details such as leaves r '' ^ 

cops won't just chase you. If youTe doing 

blowing across the 

some serious speeding, you can e?^pect to 

track as you pass and v ”' 

meet some serious resistance in the form 

sound reverberating as \ 

of roadblocks and tire spikes, t don't know 

you go through tunnels > 


sound mean! At night, sometimes all you 
can see is their sirens as they light source 
everything they pass with an eerie red 

to The game, making you feel 
even rnore immersed. 

Of course the real draw is the high¬ 

A E>ynartik: 
weather condt' 
tioru mean 

glow. This touch, adds unbelievable ten- 

speed action, and on that front Need For 

vou'y A«ed dif^ 
terent sfrolB- 



The graphics have been cleaned up a 
bit since the last time we had a look, wHh 
more cars and a new course through a 
snowy forest. Racing is shaping 
up with more cars on the 
screen for each track. And 
the developers are still 


EA has announced two more super¬ 
cars for the game since the last preview; 
The Mercedes CLK GTR and the Chev¬ 
rolet Corvette C5, One thing is for cer¬ 
tain—with these cars,, the cops 
aren't going to have an 
easy time catching you. 


^ Tfm trvlh a tbot fhti prttSuiAri of NfSI/T jutf 
wanted to test diivo incredi>k' con Hive thif ontw 
|g«t for itie gdme'^ Itwy Ufd. Yeah, fight. 


gies for the 


some tra^, ^ this spJi^scfcen racing with CPU A Watch out for other cort—sma(hting 
when racing in traffic on the road? We must hove died into orw of them head on is a guoran- 
the rain or on gnJ gone to rodng heovenl teod woy tq ruin yowr mommgi* 

a dry day. __ _ __ 




T 1 


P- "l>amn,^ you mutter {more at yaur own A ...Only to fly right by onother' cop hid- 


corelessness than for any real remorso) as 
you shift your corvette into high gear and 
try to make an escape.... 


ing in the bushes. He joins in the chase 
and radios ahead for even more help. Hit 
storting lo look bad! 


A Unfonunotefy, you misjudge a tom and 
skid! off the road. The cops take no time 
boxmg you in and leaving you with a 
ticket the size of Texas. See you in court! 


S m 1 □ 3 B 
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Publisher Sony CEA 
Developer Polys 


Release Date March 
Type Racing 



^ Of'TiaNflL^ 

D-eliguhts 

The wealth of racing options in Gran 
Turismo is simply incredible, and 
players will be racing for months to 
find them al From the large number 
of races to the varying modes, these 
options will make even the most 
hardcore racer weep with joy. 



4 Before you con race, you must first pass 
an eight-stage racing test. Thew tests will 

S revide you with the necessary skills for the 
rutal competition ahead. 






A. Gran funsmo is packed wHh 19 different 
kinds of varying roces. This screen shows 
the four main class races—front wheel 
drive, rear wheel drive, four wheel drive, 
and lightweightii 


A No racing game would he complete with^ 
out a time tyial mode. Here you can see all 
the tracks. You can even tockle them in a 
reverse mode, which will truly challenge 
your nrKistery of the course* 


A Gran rurfsmo k rocing is extremely cloee and 
competitfve-4ieTe^s the action on him one of the 
High Speed course. It doesn^t get better than thisl 






CtHRYSLEH 


HEW CAFUIttPO'FlMATKm 


BUJt i»ttinlB4 WHlTt dTIPEy 


K 

P4«K:« (kumauu 


TYPE FR 

45Epa 

1470kfr 

HAM 10 i.auLC'ua 


A The R5 Clubman Track has some amazing- A The Clubman Track's night racing brilliant¬ 
ly tight corners. Check out that tire snrtoke os ly shows up Grair Turrsmo^s headlight 
the pock dHfts through the turn—HwKs whot efle^s* It looks so good, you octually fieef 
* you get for powersliding at 95 mph! like you^re driving in the dorkt 


A The rear wheel drive Toyota Supra Is an increfS- 
ble car—but Wt heavy,, wii^h means you'll end up 
doing a lot of powersliding through the comen. 


U-ROUND 


The devetopers of Gran Turismo were not content with merely making the 
racing mosf/y realistic, They wanted every aspect of the game to be real as 
possible, so an amazing amount of time was spent on the tittle details such 
as headlights and smoking tires. 


The hottest racing game ever 
is almost ready to test drive! 


you've been following PSM closely, you 
should know all about Gran Turismo. It features 
more than 150 officially licensed cars from famous 
Japanese manufacturers Nissan, Toyota, Mazda, Honda, 

Mitsubishi, and Subaru, as well as vehicles from LI.S. 
and U.K. car makers Chrysler, Chevrolet, Aston Martin, 
and TVR, Not only is each car authentically reproduced, 
but you can choose to tune them up and even turn them 
into full-blown racing cars. 

It's not the choice of cars that makes this game so 
amazing, however—It's the quality of the racing itself. 

Gran Tarismo’s Quick Arcade option enables you to go 
straight into the game and start racing. It's a great fea¬ 
ture, and the U.S. version has been tweaked a little to let you get more air over jumps. 
At first, we had some doubts about this change. After playing it at length, however, 
we can happily inform you that this physics modification definitely enhances the action 
and makes it more arcade-like and fun. 

The game proper is in the Gran Turismo mode^-essenttally a simulation mode— 
and here you race to earn money to buy cars, Developer Polys has done an outstand¬ 
ing job, bringing the most incredible realism yet seen in a racing game. The cars han¬ 
dle very convincingly with outstanding weight and feel, In fact, it's so realistic, you 
need to complete an eight-stage driving test before you can even start to race! 

The game's real appeal is In earning money to buy new cars—and winning the 30 
secret prize cars. These include some of the coolest marques in the game, such as 
the 700 horsepower Viper GTS-R, the secret Dodge Copperhead concept car, and an 
outrageous Toyota Supra GT ultranBcet 

Gran Turismo hits the streets in March, so you can 
bet PSM will be there with a cornplete review and strat¬ 
egy guide. Just have your racing helmet ready! 


A Tha Podge Viper GTS i5 one of the many 
dream machines that moke up Gnnr 
Turismo^ astounding car raster. 


Gran TurisinQ bogflf 
tons more cars than 
any racer overl 


CHRYSLER 


7\>NE UF 


PMRTP LIMB VW 


I 
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X Each dealership has a tunmg shop vrhere ran 
can be heavily modified* Here's the opening 
menu—each category has up to Four cffferefit sub¬ 
sections contaimng spedolist ports for eoch car. You 
con fully tune your autos cuta even turn them into 
rocii>g cars H you eorn enough money. 
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PlayiitstieR 


fSYGWOSIS 


Score: 5 out of 5. 
Colony Wars is an exceptional 
game which deserves a place 
.in anyone's library. 

C 

-Official If.S. Playstation Magazine^ 

January '98 


"Colony Wars ranks as the 
- best space combat game 


' ‘ GamePro, Noveinber 97 

: '■ . - * 

n * • "‘l 

"Best Flight Sim/Shooter 

■ » Vi " 

Ultra Game Players^ Holiiay '37 




Blast ths chains of slavery straight to HbIL Join the rebelliDti and fly the 
hottest ships in the stars. You'll master six unitpie craft in yaur quest, each 
with different flight characteristics and weaponry. You'll fly mare than 70 
unique missions/ success or failure determining a destiny that lies along one 
of five different paths. The cost of freedom is high. Are you willing to pay it? 


E F 1C 
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H r L 1 C Tl 
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lN§ANE-0-MCTCr^ 


e Ve rated each of the games \n our Top 
10 on innovation and wackiness, 

^This is reflected in the lnsane-0- 
Meter pictured to the left. The crazier the game, ^ 
the more wackedout the meter gets! 


TTliM< VOtAte OOT A SO^EM UMSe? ONE CAqD SMfSr ^ TMG PR<(NERBiM. 
FULL DECK? UKE VOUt^ GAMES TMiS MAV? IF Sa, THEN VOU UKE- 








Imagine, if you will, a world where logic 
and reason has been suspended; a world 
where dogs rap and date flowers; a world 
where monsters can be created from music 
CDs; a world where wacky games rule! 
Yes, we're talking about those games in 
your collection that defy classification, or 
even the fundamental rules of reality. Some 
of them are the best games that you own, 
and some may be the worst. But they're 
crazy, 1116/re senseless: they're wacky! 


hy all the fuss over wacky games? 

Well, if you've ever played one you'll 
^know exactly what we're talking about. 
Wacky games are those that don’t really fit into any 
specific genre. They come along once in a blue moon, 
but when they do, people sit up and take notice. They 
surprise you and make you laugh, They add spice to 
your usua] '’hack-and-slash" collection. And in an 
industry where death and destruction is the prinnary 
focus, it's nice to be able to have a good laugh. 

Have you noticed that you don't see too many of 
these types of games on other systems? WeTe lucky 
in that the PlayStation has fostered this culture of 
wackiness. This is due phnnarily to two major forces: 


the inexpensive CD format and the mature PlayStation 
audience. CDs are much cheaper to manufacture than 
cartridges, so it makes taking a risk a less daunting 
affair on the PlayStation. Couple this with the fact that 
older gamers are more likely to be into something new, 
and you're on a crash course with wackiness, 

Over the next few pages we've outlined 10 of our 
favorite wacky games and rated them for innovation 
and overall insanity. Plus, we talk a bit about the pro¬ 
liferation of strange and wonderful games from 
Japan (indeed, a- large portion of the games on our 
top 10 originated in Japan). So tighten up your 
straight jacket and take your medicine—it's wacky 
time in the PSM Ward! 
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TOP W MAGKV SAMES 



1 ► PARAPPA THE RAPPER 

Publisher; Sony 

Developer: Sony CEI i 

Genre: Rapping, Rhyming, Freestyling Ijkfl^ 
Cartoon Dog Music Insanity 
[nnovation; B 

Parappa the Rapper is just about as wacky as you can 
get and not be put away for your own good. Following 
the exploits of a paper-thin 2-D dog and his friends in a 
cruel 3-D world, Parappa is a Simooike game that 
requires not only good rhythm and timing, but intimate 
knowledge of your controller's button layout as well, 
Keep rapping cool and you'll lake Parappa into the 
freestyle stage, where you can make him say things 
like "Skunk is all you need..," Indeed! 


him to work, and then make him fight. The best part 
though is when he screws ujc^-you get to scold him! 
You can't beat that! 


guys are evil pigs, the hero is a funky caveman, and you 
need to collect baby chicks to finish the game. The 
hero's major talent (and here's where things fly apart) is 
being able to jump onto another animal's back and flip 
him, thus rendering him immobile. {Oh yeah, and it 
looks like he's making bacon, as well!) 


Publisher: Konami 
Developer: Konami 
Genre: Multiplayer Madness 
Innovation: 7 


3 > TOMBA! ^ 

Publisher; Sony 

Developer: Whoopee Camp 

Genre: Pig-Brting, 2-D Classic Platformer > * 

Innovation: 5 

Although it may look like a traditional side-scrolling plat¬ 
form game, Tombaf is anything duf traditional. The bad 


Sort of 

a Oombermanfor the mentally ill, Poy Poy pits four flat- 
shaded maniacs against each other in a sparse arena. 
Weapons such as logs, rocks, and bombs are scattered 
about the fighting area for hurling at opponents, And 
when you've got four players going at it, it's one wild 
ridel Hit your enemies with a rock or bomb, or just pick 
'em up and throw 'em out of the way! Adding to the 
melee are the many environmental hazards to avoid, 
such as killer robots and dinosaurs. 


2 MONSTER RANCHER m 

Publisher; Tecmo 

Developer: Tecmo 

Genre: Monster-Raising, Funky- ■ 

Creature-Fighting 

Innovation; 8 

Monster Rancher Is unique for one very cool reason: 
monsters are generated by pulling data from external 
CDs, whether those be other games or music CDs, 
Once you've got your monster, you name him, send 


f games are best wh«i they're packed to the rafters 
odd characters. You gotta love these misfitei 


Tflink you know your stuff? Then take our PSM 
Wacky Games Quiz and see if you can tell the real 
wacky games from the fake ones; 

1 Pass an electrically-charged rod through a maze with¬ 
out touching the sides, or you gel shocked. 

Z Wander aimlessly through the oceans, looking at fish, 
turtles, shipwrecks and whatever else you can find. 

Bm Be an events coordinator on a cruise liner and make 
sure everyone gets to play shuffle board and Ping-Pong. 

•L Eat as much pie and cake as you can at birthday par¬ 
ties before getting hopelessfy sick. 

9. Find a stray cat and raise it until death. If you rear it 
poorly it runs away. 


m ^ iftoR-apperThe first of Parappa'steachr . 

ers to rap against. Chop Chop Master Onion is recognizable by his kung-fu 
robes,' slick rapping style, and...oh yeah, his immense onion head! 


Jumping Rash! 1 & 2 Originally Robbit's foil in the first 
Jumping Flash!, the Hawaiian be-shirted Baron Aloha ends up calling for the robot's help 
- in the second game when the funky Captain Kabuki shows up. 


^^^^ Tomba! He may look like your average cave boy, butTomba is 
^ something special. Just watch how he ferociously leaps onto an evil pig's back, flip- 
- ping him into oblivion. But, at the drop of a hat, Tomba can gingerly use the same 
move to pick up a newly hatched baby chick. Aww. - 


: Oddworld: Abe's Oddysee An escaped Mudokon 
slave, Abe is the star of the insanely warped game OddwDfld: Aide's ' 
Oddysee. He works in Rupture Farms, a meat-packing plant and is about S 
as ugly as you can get without mentioning Ernest Borgnlne. 
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6 JUMPING FLASH! 1 & 2 

Publisher: Sony CEA 
Developer: Exact 
Genre: Robot-Rabbit- 
Controlling Shooter 
Innovation: 8 

Jumping Rashl was really one of the first gannes on 
the PlayStation to catch our eye, because it was just so 


8 > WORIVIS 

Publisher: Ocean 
Developer; Team 17 

Genre: Worm-Talking, Grenade-Lobbing Strategy 
Innovation: 4 

Imagine controlling a platoon of four squeaky-voiced 
worms. Got it in your brain? Now place them on a ran¬ 
domly generated junk heap of a landscape and give 
them modern weapons of war, That's Worms. A sur¬ 
prise hit from Europe, Worms combines simple strate¬ 
gy with some seriously weird voice-overs. Sometimes 
the wackiest games are the simplest ideas. 


MACKV (JAPANESE GAMES 


Genre: Funky Alien Talking, 

2-0 Walking, Thinking Platformer 
Innovation: 7 

Oddworld: Abe's Oddysee is one odd little game. With 
some truly twisted character design and downright 
deep gameplay Abe's Oddysee is one for the thinkers 
(you know, those who could solve a Rubick's Cube in 
under five minutes). For the rest of us, though, ITs just 
fun to listen to Abe say, "Hello/' 


7 ODDWORLD: ABE'S ODDYSEE 

Publisher: GT Interactive 
Developer: OddwoHd Inhabitants 


omething about the Japanese culture just encour¬ 
ages wacky games. Maybe ifs the thousands of 
years cut off from foreign influence, Maybe ifs the 
fact that the bullet train goes so fast. Maybe it's the 
water Whatever the reason, a ton of odd games have 
come out of Japan, but only a fraction of them have been 
picked up for U.S. release, 

The Japanese love supercutesy characters like Hello 
Kitty and: My Neighbor Totoro. They also love to put big 
heads on things with small bodies. They do it with sports 
players, giant mechs, monsters—everything becomes 
superndeformed and ripe for adoration! 

The Japanese also have a yen for ultra-realistic simu- 
lation games, usually involving some kind of job we 
■ would generally find boring. Imagine running a train in 
real-time, making the stops, letting passengers on and 
^ off. Or imagine running a convenience store. They find 
occupations we take for granted interesting enough to 
want to emulate. Go figure. 

As befitting the Japanese notion of Zen, that of "just 
w-'-. being" and not working towards a fixed goal, numerous 
games have cropped up with no distinct point. 
/ Aquanaufs Holiday is one such game that made it to the 
a U.S.f and iTs no wonder we didn't know what to make of 
py' It. It's just too Japanese] But you gotta love its wackiness. 


MUSiG GAMES 

A popular genre in Japan is the 
music-based game. We've seen the 
tip of the iceberg with Parappa the 
Rapper, but there are a ton more like- 
minded titles that we'H never see. 


5 ^ TAIL OF THE SUN 

Publisher: Sony CEA 
Developer: ArtDink 
Genre; Caveman-Wandering, lyionkey-Eating 
Innovation; 5 

For a game with no point, Tail of the Sun is remarkably 
fun. Okay, the game does have a point—building a 
tower of ivory tusks to the sun—but nobody's actually 
ever done that. You pick your caveman and wander 
about, eating feisty monkeys and battlir^g prehistoric 
mammals. The game is on an accelerated schedule 
with days and nights passing quickly—thus, your cave¬ 
man will fall down and sleep whenever he needs to^ 
and you can't wake him up no matter how many times 
you press the X button! 


weird. You drive around in a giant robot bunny, shoot¬ 
ing at birds and other little animals. The flat-shaded 
environment and silly sound effects only added to the 
mix. Then when number two was released, with its 
odd tripod Muu Muus and genuinely frightening bad- 
guy-in-tights Captain Kabuki, we really flipped out! 
Throw some roller coasters and water slides into the 
mix, and you've got a recipe for ore truly wacked-out 
gaming experience. 


The next wave of music like 

Bust A Mov&f may ju^t hove what ft 
lokes to "ovt-wacliy" Paraf^fiat 

Bust A Move (Enix): Like Parappa, 
Bust A Move has you pressing but¬ 
tons along to music. But this new 
Enix title features dancing Instead of 
rapping, Break dance and disco your 
way to the top, baby! 


Depth (SCEl: Released almost two years ago. 
Depth puts you in control of a dolphin. Find musical 
notes underwater and string them together to make 
your own custom songs, or just wander in the sea 
and enjoy being a dolphin! This 
one's very Zen, 

Baby Universe (SCE): After 

loading the game into your 
PlayStation, replace the disc 
with a music CD and watch 
the hypnotic color patterns 
sync with the sounds emanat¬ 
ing from the CD. It was so 
popular Sony built it into the 
hardware of the new PlayStation rev in Japan! 















































Publisher; Sony CEA ' ^ 

Developer: ArtDink 

Genre: Railway-Sim uJati ng, i 

Re^ource-Managin 9 ...er, Train Sim 
Innovation; 5 

ArtDink strikes again. The inclusion of A Train in this list 
lies not so much in the game itself (which is basically a 
railway management sim) but because Sony chose to 
release rt in the U.S. as one of the PlayStation's launch 
titles. What? Train sims are hugely popular in Japan but 
command almost no respect in the U.S., basically 
because no^ one rides trains anymore. Naturally you've 
probably never heard of it. Those wacky Sony guys! 


WAGKV 

aAME IDEAS 

So now you know what games we think 
are wacky. But what kinds of games 
would we make if PSM ran the zoo? 

It's almost too scary to think of... 


re jti:^ supposM^ 
fe»iy^ Theirs, mis 


m /^UANAUrS HOLIDAY 

Publisher: Sony CEA 
Developer; ArtDink 

Genre; Water>IMavigating, , 

Sea-Turtle-Bumpfng, School- 
of-Fish-Scaring, Coral-Reef- 
Building Exploration 
Innovation: 5 

Aquanaufs Hoilday'is one funky game. It's not so much 
wacky as it is pointless. Why make a game with no 
goal? Well, when it's ArtDink that's developing it, who 
knows why? This is from the company that arranged 
(at great pair^s, apparently} to show a group of visiting 
game journaiists how its accounting department 
works. You just gotta love the nuts at ArtDink. 


Alien Abduotron: Sort of a sim for the X-FHes 
set, in Alien AMuction you control and manage 
a gray UFO, Meet your abduction quotas, avoid 
the Men in Black, and mutilate some cattle for 
bonus points with the High Command. Keep 
everything on the up-and-up and you may get 
the chance to work with the CIA on a some 
top secret assignments! 


Even more popular than music games 
are simulations. Pretty much anything 
can be simulated, from jobs to plants 
to life. If it exists, chances are the 
Japanese have made a game about it. 


Bathroom Panic: You have to go to the 
bathroom really badly. The only problem is, 
youVe in a major metropolitan city with 
locked public toilets, unhelpful store clerks, 
and bothersome panhandlers. Thankfully 
you can pick up power-ups in the form of fire 
extinguishers and furniture to beat the doors 
down with. A meter on the screen tells you 
just how long you have until you burst. 


Astro Noka (Etiixl: Grow giant space vegetables 
and avoid crop-munching pests. Enter your vegeta¬ 
bles in contests like "Giant Pumpkin" or "Vege¬ 
tables That Make Sounds and Smells." Uh. yeah. 


Do you hove whof il 

takes hi gmw cosmo vi 
clabtes in A 5 frci Noka? 


Everyday is Cat Day (Baridai): Find a stray cat and 
raise it to the ripe old age of 20, However, take care 
to rear it properly or it will run away or get sick. 


; Far fan$ 
of the truly 
bisEarref 

Pay 15 Cat 
Pay; The title 
iu 5 t abatit 
soy 5 ft alL 


The Convenience Store 2: Develop e National 
Chain IHuman): Manage a chain of convenience 
stores and expand across Japan, bringing Slim Jims 
and Slurpees to every prefecture, 


? Liquor Store: 

Modeled 

the ultra-realistic 
Japanese brand of 
simulation games, 

Liquor Store has 
gamers manning the | 
counter of a popular 
booze emporium. 

Work either the day 

or night shift, avoid getting shot by burglars, and 
keep the bcx>ze-hounds from stealing the cheap 
wine. Make sure the till balances and dean up 
any spills. Think you can handle it? Hey 
man, this stuff is way more.dangerous-' ^ 
than saving the galaxy! 


Derby Stallion (Ascii); This million-selling horse 
racing sim is still as popular as ever. You don't actu¬ 
ally race' horses. but you do get to tend to the sta¬ 
bles and make sure ail the jockeys show up. Vee-ha! 


Tokimeki Memorial (Konami); Girlfriend sims are 
super popular in the Land of the Rising Sun. Try to 
get a date with an anime babe by keeping the con¬ 
versation flowing. Don't blow it or you'll end up like 
the guys who actually bought the game: dateless. 


Derby irafiion Has 5 old 
well over a million copies 


For iHe lonely player, 
there'^ IbkimeJcj Memofraf. 
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than your share of work trying to find 
and master them all! And of course, 
we're here to help you become the 
Breath of Fire /// expert, so don't worry 
about missing one secret! 


(NOTE; This guide was written from an early 
version of BOHII, and while all attempts 
were made to ensure that all the English 
names were used, some may change in 
the final copy of the game.) 


Breath of Fire III 


secrets guide 

reath of Fire III provides a vast and 

involving adventure with enough sub¬ 
quests and mini-missions to keep casual 
gamers busy for a really long time. But if 
you're the kind of gamer we know you are, 
you'll want to go beyond the required grunt 
work and get to all those secrets! After all, the 
game ain't over until you learn every spelt and 
ability. With a whole bunch of extra options, 
like apprenticing, acquiring enemy skills, and 
collecting Genes for Ryu, you'll have more 


Master List 

Masters act like teachers throughout BOFIII, and they'll 
reward you with a spefi or skill for going up a certain 
preset amount of levels. Each master is different and 
will offer to teach you unique spells specific to their 
styles, However, you must also realize that once you 
sign on to apprentice wrth one, your stats and abilities 
will slightly increase or decrease for as long as you're 
under that master's tutelage. Once you've completed 
all the skills that you can learn from a specific Master 
a star will appear next to its name in a the Master List 
that you can view while camping, 

BUNVON 

This master will be one of 
the first ones you'll have 
the opponunity to appren¬ 
tice with. You'll find him in 
a hut in the Cedar Forest in 
the YraafI region. You can 
learn from him during 
childhood after being separated from Rei and Teepo, 
It's best to have a non-magic user apprentice with him 


HP: + 2 __ Defense: +1 

AP: -2 _ Ag Ufty: Q _ 

Attack: +2 

Acquired Skills: Risky Blow (level 2), Focus (level 5L 
Super Combo (level 8), Disembowel (level 10) 




MYGAS 

This master lives in a for¬ 
est to the west of McNeil 
village in the Yraall Region. 

Look for the question mark 
location with the chopped 
down Yggdrasi tree. Upon 
first meeting him, he'll ask 
that you give him all of 
your money, then he will teach you. Don't worry—if 
your stash happens to be zero, he'll still teach you. 
While you're apprenticing with him, your power of 
attention will increase by 5%, your rate of counterat¬ 
tacks by 2%, and rate of dodging by 2%, 




Acquired Skills: Frost {level 1), Barrier (level 4), 

Magic Ball (levei 6), Shezaaga (level 8i 

YGGDRASIL 

This master is one of the giant trees. Find him in a for¬ 
est to the east of the Plant in eastern Wyndia. You can 
become his student rf you put Peco in the lead, estab¬ 
lish a conversation with the tree, and give him a "fruit 
of your wisdom" (Wisdom Fruit). Whife you are his stu¬ 
dent, your defense against flame attacks wilt be drastk 
cally lowered, Yggdrasil is a good master for a magic- 
using party member. 

[ HP;-t Defense: -rl _; 

AP; _ _ 0 _ _ 

Attack -2 Intelligence: +2 _ 

Acquired Skills: Sanctuary (level 2), Recall (level 5), 
Mikatect (level 8) 





DIONZO 

Look for this master at the 
near the 
Eastern 
uc^ome her 
student, you must ^ 

niilrk/T‘ 

liriiiu IV VlllVlVKl^ 

weapons that are unequipped and in your ir^ventory. 
While you're apprenticing with her your overall accura¬ 
cy and ability to dodge and hit opponents will increase, 
Rei's agility, specifically, will be raised considerably if he 
becomes D'lonzo's student. 


Pl^r-1 | 

APT5 Ag ility: +1 

litoa cjk: +1 _ Intellipni^rnojieQt | 

Acquired Skills: Monopolize (level 2), Intimidate 
(level 3), Steal (level 4) 


FAHL 

This master can be found drunk in the bar in the Arena 
town located in south central Wyndia, After speaking 
directly with him, he requires you to fight over 30 fights 





A 





(without spending a night 
an inn or resting in a 
camp) before allowing you 
apprentice with him. 
j you've become his 
student, your dodging rate 
goes down by 5%. Agility 
and Intelligence ere also a 
little slow to increase during levels. 


iHP: -f-4 

Dafenser +3 

AP:0 

^ilrtv: -3 

Attack: +1 

Intelligence: -3 _ 1 


Acquired Skills: Charge (level 2), Counter (levei 4), 
Resist (level 6) 


DURANDAL 

You can find Durandal in a small hut outside the walls 



of Castle Wyndia. To find 
his abode, follow the small 
path that winds around to 
the back of Wyndia, but 
within the outer walls. 

There are no specific con¬ 
ditions necessary for a 
character to become his 
student. You'll discover that you can't use any of your 
acquired skills while under his tutelage, and when you 
rise in level, your modifications will be zero. This guy 
can be tough, but he's excellent practice for becoming 
Flondara's apprentice later on in the ganne. 


I 


: IMP: 0 Agiitty^MIW 

AP: 0 Inteliige nce: Q _ 

: Offensive Powen 0 DefeiisSyr^^^^ 

• Acquired Skiils: Unmotivate (level 1}, Feign 
: Swing (level 21, Backhand (level 3) 


GIOTTO 

You can find this half-fish master on the beach in the 
Rhapala region, to the south of the bridge that con¬ 
nects the area with Eastern Wyndia. It's a step or two 
north of the fishing spot there, and if you get better 
than Rod Master (greater than 3,000 points) in a fish¬ 
ing class, you can sign up to apprentice with him, 
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Select a character who 8^- 
needs increased HP and * 

AP to be his student. And 
bring a translator. He's a 
wacky guy, 

HP: +4 





Acquired Skills; Trump (level 2k Berserk (level 5), 
Sudden Death (level 8) 

HONDAHA 

You can find Hondara 
preaching to the cfeens in 
Urkan Tapa in the Urkan 
Region east of Rhapala. To 
get him to offer his teach¬ 
ings, you must first leam 
the Backhand skill from 
Durandal. While you are 
his apprentice, Holy properties will increase by +1, and 
Willpower will be increased by +2. 
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MERYLEE 

You can find this faene 
Master in a pond in the 
center of a mysterious 
forest Find the question 
mark location slightly to 
the northwest of the 
Eastern Checkpoint in 
Eastern Wyndia. Use Ryu to clear the bushes blocking 
your access to the pond in the area, then use Peco to 
toss a rock in the center of the pool. Meryleep will 
appear if you do it correctly, then, she'll ask Ryu to 
fetch her Flower Jewel. You can find the Flower Jewel 
in a isolated area across the Mykss Gorge behind the 
small mountain on the west side of the bridge. Find 
the small hut behind the mountain where some 
thieves are hiding out and have Peco bash the tree just 
outside the hut. The Flower Jewel should falJ out of 
the tree, so you can grab it and take It back to 
Meryleep, While you are her apprentice, your dodging 
rate increases by 10%. 


LANG 

Read the requirements for Bais, then locate Lang hid¬ 
ing behind one of the tombstones in the long catacomb 
in the tombs below Castle Wyndia. Hell teach you 
once you locate all four teens and talk to him again, 
This master gives neither shifts nor skills, but an item 
(Cupid's Lyre). 



Acquired Skills; Cupid's Lyre (An accessory that 
replenishes your HP while you're walking) (level 3) 

LEE 

Locate all four people playing Hide-and-Seek from 
Wyndia, including the woman hidden behind the wall 
of a Checkpoint station of the bridge that connects 
eastern Wyndia and the Rhapala region. Then return to 
downtown Wyndia so that you can become Lee's 
apprentice. She instructs in shifts, not skills. 



AP: +1 


Agifitv: 0 


■j|‘ :*f- 



Acquired Skills: Meditatior> (level 2), Kyrie (level 5), 
Benediction (level 8) 

tMlTAI 

Remember this guy from 
the Contest of Cham' 
pions? You'll run into him 
again in a mountain hut to 
the southeast of the Dauna 
mine in the land of Dauna. 
if you give him 10,000 
Zenny, you can become his 

pupil. Your Intelligence and AP will rise quickly while 
apprenticing with Emitai, 


AP: +4^ _ Intelligence: +4 

iMfliiyMBWHi l Defenst 

Acquired Skills: Antidote (level 2), Mind Sword 
(level 4), Chakura (level 6) 

D0S 

Once you free Deis from 
the spell at Angei Tower, 
she'll make her home 
behind the big giant slab in 
the Mount Zubrp temple,, 

You may have to wait a bit 
to see her, but keep check- 
ing in on the slab until 
she's ready to greet visitors. When she does allow you 
entrance, flatter her in the conversation to win the 
chance to apprentice with her. You will have stronger 
magic,‘and all of your .abilities will be increased when- 
you leam the Seven Senses skill (arguably the best 
spell in the game). 


Acquired Skills: Charm [level 2), Shadowalk (level 5^^ 
Battle Song (level 8) 

HACHIO 

Remember the wacky 
chef from your journey 
through Wyndia Castle? 

He works in a lower 
kitchen of the castle, and 
youJI have access to him 
once Nina is banished 
from home. He'll request 
that you bring him Beef Jerky, Swallow Eye, a Red 
Catfish, and a Martian Squid. After doing so you can 
become his student. While apprenticing with him, your 
rate of critical attacks increases by 5%. Hachio's abili¬ 
ties concentrate mainly on weapon-based attacks. 



Acquired Skills: Wise Shift (The last character in 
the battle formation will have its rnagicaf 
power increased) (level 3) 

WYNN 

Track down all of the four hiders from the Hide-and- 
Seek game from Wyndia, including Wynn, who is hid¬ 
den behind the westernmost house in Junk Town in 
the land of Urkan, Then return to downtown Wyndia so 
you can become her apprentice. She instructs in shifts 
that replenish HP on every turn in battle. 




Acquired Skills: Mighty Chop (leves 2), Demon- 
Cutter (level 4) 

BAIS 

The game begins AGAIN! 

Choose to play Htde-and- 
Seek with the four teens 
in Wyndia during Ryu's 
adolescence. Locate all 
four of the hiders and then 
return to Wyndia. Bars will 
be hiding inside the Dauna 
Mine in the land of Dauna, on the wooden platform 
overlooking the green mossy dragon skull from the 
intro cinema. Once you find all four of the teens and 
return to Wyndia, talk to Bais to become his appren¬ 
tice. He instructs you in shifts, not skills, so there's only 
one goal in mind. 





D^n sfcQ 

Aoilitv: 0 


Acquired Skills: inferno (level 2), Bfeard (level 5), 
Thor's Hammer (level 8), Sirocco (level 11), Seven 
Senses (level 15) 


BP:0 

AP: 0 _ 

Power: 

Acquired Skills: Tune Shift (A shift in agility such that 
the entire battle formation is as agile as the person in 
the lead) (level 3) 


Acquired Skills: Enhance Shift (During battle, every 
one in battle formation will have their HP increased a 
bit for 1 turn) (level 3) 

LADON 

(DRAGON SPIRIT): 

Once you reach the far 
town of Dragoniel on 
the Lost Shore, make 
sure that you speak to 
the Elder Dragon. After 
you fight him, examine 
the small statue of 
Ladon in the tent to the 
right of the Port Drive. 

Now head over to the 

rectangular space on the stone wall right above the 
doorway to the Port Drive in Dragoniel and have Ryu 
talk to it, Ladon will appearand offer you his teachings. 
While you are in his tutelage, your Flame abilities are 
+3, Abnormal attributes are -Hi, and Death attributes 
are -h 1. These perks are balanced by the fact that it 
becomes really difficult to raise your HP and AP when 
gaining levels. 



HP: ^ _ 

Powe^0 

Acquired Skills: Mind's Eye (level 3), Deity Attack 
(level 5), Horror Barrier (level 7), Horror Smash (1v. 9) 
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Gene List 


FLAME 

Properties: Flame attributes and a ''Fire Breath" spe¬ 
cial attack. Defense is higher against flame attacks, but 
is brutally weak in The face of any ice attacks. 

Where To Find It; You can obtain this Gene when you 
enter the underground dungeon of Castle Wyndia dur^ 
ing childhood. 

Cost in AP: 5 

FROST 

Properties: Ice attributes and an 
'1ce Breath" special attack. 

Especially good against Fire 
using enemies, but you'll take 
some high damage from 
Flame attacks. 

Where To Find It: The Gene is 

first discovered in the central part 
of Wyndia, under the bridge that 
crosses Mykss Gorge, right out¬ 
side the hut where the family 
that makes Shisu lives. Your first 
opportunity to grab it is after 


r 



the last battle between Bario and Santo. 

Cost in AP: 5 

THUNDER 

Properties: Has thunder attributes and a "Thunder 
Breath" special attack. You'll be realty well equipped 
when facing foes wielding thunder type attacks. 
Where To Find It: This genie can be obtained in the 
land of Rhapala to the north of the first town, in an 
abandoned house by the shore. During 
childhood youII see it after passing the 
Checkpoint 
Cost in AP: 5, 

SHADOW 

Properties: Darkness attribut¬ 
es. Shadow Breath, and Pois¬ 
on special attacks. You'll be 
vulnerable to Light attacks, 
but will fare incredibly well in 
the face of Shadow attacks. 
Where To Find ft: When your 
childhood ends, you then 
move on to adolescence and 
find yourself asleep in the 
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Enemy Skills List 

To [earn skills from enemies during battle, you must 
utilize the Examine command from the combat 
menu. The enemy must use an ability during the 
round that your party member is examining. It must 
be an ability that either no one in your entire party 
has learned before, or one that is capable of being 
learned. Not all enemy skills can be picked up by 
your characters. 


" U^ing th« 
Examine commond 
in bnltl0 will restrict 
you from p^orm'^ 
mg any actions for 
full turn* 


NOTE: This is by no means a complete list of enemy 
skills that can be acquired. Try new things out and 
youTe sure to discover even more skills than are on 
this list! 


SKILL NAME 


ENEMY 



on your 
[ills list in 
the Abilities 
menu for you 
to uso howev¬ 
er you likeJ 


Bum... .. Mage Goo 

Unmotivate.,. . ....lower Goblin 

Intimidate . ..Elite Gobtir 

Implode Eye ..... Lizard Pet, Trickster 

Jump .. Roach, Giant Roach 

Charge... Thunder cry, Armor 

Pooch, Eye Goo 

Double Blow... Nut Troop, Lizardman 

Last Stand.... Ore 

Rage....... Hyper Pooch, Mad Ore 

Black Flame... .Stuffed Doll 

Timed Blow. Ripper 

Wind Strike... Lizardman 

Flying Kick..... Trickster, Old Man 

Mind Flay..... Headbanger 

Dreann-Ffeeze... Bottle Fighter, Living 

Armor 

Disembowel.......... Assassin 

Wall of Fire.... Reflector 

Thunderclap....___ ...Reflector 

Bum Back.... .......Old Man 

Focus..... ........Penetrator 

Tornado... .Scorpion 

Bite.... Flyman, Plant 42 

Magic Ball . Egg Gang 

Resist . ...Silver Egg 

Intimidate...... ......Hobgoblin 

Spirit Blast... .. Hobgoblin 

Super Combo .. . ...Eliminator 

Risky Blow. Armor 

Meditation... .. Adept 

Mighty Chop ......Dragonut 

Frost Strike . . ...Armor 

Cold .. ..Doelga! 

Thunder Attack ...Mist Amor 

Transfer.............Tank 
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A. Using your Fusion wilh assorted, other djinn will 

tteore rhis massive, deformed-turtfe beast with an insane 
amount of power and HP. 


Dauna Mine. After making your way through most of 
the mine, you'll end up having to fight a Dragon- 
Zombie, !f you win the battle, the Dragon-Zombie turns 
into this Gene. 

Cost in AP: 5. 

RADIANCE 

Properties: Has attributes of light and a 'Shine Breath' 
special attack. You'll be particularly vulnerable To dark 
attacks, but your endurance will go up jn the presence 
of light attacks. 

Where To Find ft: Late in the game, you can transport 
to the Container Yard to pick up this Gene. 

Cost in AP: 5 

FORCE 

Properties: Regards power as all-important. It can 
become a Warrior-Dragon. Agility and power are high 
when using this Gene. 

Where To Find It: You can find this Gene in the east¬ 
ern part of Wyndia in an underground passage beneath 
the Plant in one of the air ducts. 

Cost in AP: 8. 

DEFENDER 

Properties: Emphasis on defense. It uses a "Counter" 
counterattack. Besides its high defensive power, there 
are no other significant changes in Its abilities. 

Where To Find It: Escape from the underground dun¬ 
geon in Wyndia Castle, and shake off the pursuing 
Santo by jumping off the cliff with Nina. You'll find the 
Gene in the area you land in. 

Cost in AP: 8. 

ELDRITCH 

Properties: Emphasizes magical 
abilities. Uses magical special 
attacks. Can change into a combE 
nation of other djinn. Has high 
Intelligence. 

Where To Find It: 

This genie can be 
obtained in the 
land of Rhapala at 
the very top of 
the lighthouse. 

You can first pick 
it up during child¬ 
hood when you're 
asked to repair the light¬ 
house for the Ship Guild. 

Cost in AP; 8. 
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A The olmost human-lookmg Warrior con sure pack a 
whailop in regular hand-ta-hand attacks, but he's not 
olways too tough to brifng down. 


MIRACLE 

Properties: You1l be able to morph into a behemoth 
dragon with this Gene. After it transforms, you can use 
the Meteo Dive. 






because it main-ly just strengthens chafacteristics of 
the other Genes. The main emphasis of abilities is on 
assist spells. 

Where To Ffnd It: During childhood, you 
can find this Gene to the slight north of 
the Tower. When Momo crashes her 
rocket, you'll land in a small field where 
the Gene is lying. 

You can return to 
this spot if you 
miss it the first time 
around. 

Cost in AP: 8 

REVERSE 

Properties: Has the ability to 
reverse attributes (e.g. turn¬ 
ing fire to ice, light to dark, 
etc.}, 

Where To Find h: This Gene 
is found to the south of Mt. 

Boumore. During childhoods 


found in the land of Urkan near a cape in the western 
part of the mechanical beach, behind a curtain inside a 
hut. You'll find it during adolescence if you pass 
through Junk Town. 

Cost in AP: 8 . 

TRANCE 

Properties: This Gene gives you the ability 
ig powers beyond normal limits. 

To Rnd It: You can find this 
Gene during adolescence^ to the 
north of the Steel Grave area on 
the map in the shade of a Yggdrasii 
tree, You can pick it up after riding 
the Black Ship to the Lost 
Shore. 

Cost in AP: 8 . 

FAILURE 

Properties: No matter which Gene you 
combine this with (except for Infinity}, 
you'll always transform into a little Whelp, 


▲ The Kaiser Dragon can be had from the Infinity Gene. 
Watch out for hh Berserker mode attacks I Heil in>slan>tfy 
kill mast of itie enemies (and party m!eTnbers]| in one hill 


A ThU little guy may hove some fancy skills^ but he's 
drastically weaker than any of his brethren. You'll have 
to combine in order to truly succeed. 


A While not the most powerful form for Ryu to take^ the 
Dragon does get you through same of the earlier battles 
with power to spare. 


Where To Find It: By using a secret path inside the voL 
cano part of Mount Zubro. You can first pick it up before 
your full trip to the Urkan Region. 

Cost in AP: 16. 

GROSS 


you'll have to cross Mt. Boumore and make your way 
across to the Tower, but before you do, make sure to 
look for the area to the south of the mountain. You 
should come across a question mark 
location where the Gene is. ^ i 

Cost in AP: 3. ^ 


Where To Find It: During adolescence, you can find 
this Gene to the west of the Colony buried in the 
machine scrap pile of the Steel Grave. 

Cost in AP: 1. 

FUSION 





Properties: This Gene lets you transform: into a 
dragon that imitates the characteristics of your 
companions, with the exception of Gam When 
used correctly, you can raise your abilities signifi¬ 
cantly. 

Where To Find It: Youll be able to pick up this 
Gene after your fight with the Dragon-Zombie in 
Mine. 

6 . 


INFINITY 

Properties: This Gene fully unlocks 
the power of the Brood. Whatever 
Gene you combine it with, you'll be trans¬ 
formed into the Katser Dragon, But as 
the Kaiser Dragon,, you won't be able to 
control Ryu's actions unless you com¬ 
bine the right Genes. 

To Find It: Youll get it after beating 
the Elder Dragon in Dragonier. 

Cost in AP: 40. 


Properties: The Gross Gene strengthens any 
abilities you use. It will reveal all the 
abilities fo-r the other djinn once 
They are combined. 

Where To Find It: You'll 
be able to find this 
Gene while wandering 
through the Tyd Palace 
south of Rhapala 
on your way to 
Cliff. During 
adulthood, 
you'll need to 
find the Guard¬ 
ian Geist in Cliff, 
and you should 
find Gross on your 
way there. 

Cost in AP: 8 


THORN 

Properties: This Gene is really only used in 
conjunction with other Genes during battle 


MUTANT 

Properties: This genie will randomly 
modify abilities 
and attributes. 

Where To Find H: In the land of 
Urkan, the Gene can be found on'-^ 
the shore of Steel Beach. 

During adolescence youH have 
to use the Beach to collect parts for 
the Guild ship. You 
Cost in AP: 3, 


NAME UNKNOWN 
Properties: This 
genie is shrouded 
in mystery. It 
appears to have 
the abiliTy to combine other 
Genes. It can be used to 
strengthen the 
Peach Dragon. 

Where To Find It: This genie is 
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Diabm 

The Quests 



he path to Diablo is not necessarily a straight 
line—^the evil that is underneath the town also man¬ 
ifests itself in numerous mini-quests throughout the 
game. While the quests are not always essential to 
completing the game (you can fight your way 
straight to Diablo if you want], they provide you 


with powerful magical items that will definitely 
come in handy as you go deeper into the dungeon. 
Quests are randomly given, and you probably won't 
get every one in every game you play. But to pre¬ 
pare you for the quests you may encounter, we've 
made a list of how to beat the ones we've identified. 


The Butcher 

The wounded townsnnen lying outside the church will 
tell you of a horrible demon with a devastating weapon 
that killed everyone in town. Your mission is to destroy 
this Butcher. You'll find him on level two of the dun¬ 
geon in his own room. Two clues will give away which 
room is his; it's the only room located in the center of 
another room; and when you pass by it, you can see 
that the tileset inside is totally different than the rest of 
the dungeon. You don't want to open this room unless 
you're prepared—many adventurers die here because 
they weren't ready to fight a boss so early in the game. 

A good way to beat the Butcher is to open the door 
and wait for him to start speaking, lay down a firewall, 
and then dose the door The Butcher can't open doors, 
so he'll walk straight Into your firewall and stand there 
until it goes out. Next, open the door and finish him off 
with some firebolts. If you don't have these spells avail¬ 
able, another way to kill the Butcher is to trap him on 
the other side of a door that has a window you can 
shoot arrows through, When you finally defeat the 
Butcher, he will leave his cleaver on the ground for you 
to pick up and use if you wish. 



The Butcher's Cleaver: +10 Str, 
Unusual Item Damage 
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A The Butcher one of the first major bosses you wi9 have to 
fight. He is eipecialty tough because you ore at such a low levef. 


Poisoned Water Supply 

Converse with Pepin the Healer to learn the story of 
the town's poisoned water supply. On level two of the 
dungeon, you will find a crack on a wall that leads down 



a dark passage. Descend through this passage to the 
spring where the water is being poisoned. You will 
have to fight many monsters in this cave, primarily 
Goat men and small demons. Make sure you're 
stocked up or health because your mission is to eradi¬ 
cate every one of the monsters in the cave! The best 
way to do this is progress slowly, preventing the mon¬ 
sters from overwhelming you at any time. After you've 
killed every single monster in the cave, a horn will 
sound to signify the completion of your quest. Now go 
back to town and get your reward from Pepirn-the 
Ring of Truth, 


The Ring of Truth: HP +10, -1 
Damage from Enemies. Resist 
Alt +10% 


h LCSM 


A Ba sure you hciv« lots of heoIrK potions v^n you sot out to 
figHt qU of the croatures in tbo water suppty room^ 


King Leoric's Curse 

Ogden the tavern owner will tell you the sad tale of 
King Leoric, damned to forever walk the dungeon floor 
as an undead warhor. Leoric's tomb is located on the 
third level of the dungeon and is infested with dozens 
of skeleton warriors and archers, ft's best to ignore ail 
of the extra skeletons and concentrate on Leoric 
(you'll know which one he is), because he will resur- 
rect any of the skeletons you take out just by walking 
by them. Using the Holy Bolt spell is the best way to 
kill Leone, although a warrior will do almost as well 
with a blunt weapon like a mace or a club. Be careful 
because edged weapons like swords and axes only 
inflict minimal damage. The Ranger's bow will hurt the 
King, but it will take quite_^.a few hits so you'll have to 






do some artful running and dodging. After defeating 
Leoric, take out the remaining skeletons in the tomb 
and claim your prize: The Undead Crown. Be sure to 
look around after killing the King, as a few more magic 

items are In the adjoining 
rooms of his tomb. 

The Undead Crown: 

AC 8, Life Stealing Ability 




A THe Skeleton King it one bad homlire. If you don't hav« the 
holy bolt jipdl, try to ottock him fnm a distoMb 


Ogden's Sign 



After talking to Ogden, 
you will notice that his 
tavern sign is missing. 

In fact. It has been 
stolen by 
the dungeon! 
down to level 
a creature named Snot- 
spill will tel! you 
the sign is. It's in a 
chest being guarded 
several creatures. Kill 
the creatures and grab 
the sign out of the chest. 

The best thing to do 
now is to Town Portal 
into town and return the 
sign to Ogden, who will give you the Harlequin Crest, 
Then go right back down to the dungeon and fight 
SnotspilL After defeating Snotsplli, you will gain a sec¬ 
ond unique itenrH-the tee Shank. 
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The Harlequin Crest: All Attributes +2, 
AC -3, -1 Damage from Enemies, HP +7, 
Mana +7 


The Ice Shank; Resist Fire 
+40%, +9 to Strength 





A Once you grab Ogden'js sign^ return it \o him. Then go attack 
Snotspill to get your second reword. 


Gharbad the Weak 

Ghsrbad the Weak is a goat demon you will meet on 

leveJ four of the 
dungeon. Talk to 
him, and he will 
offer you a magic 
item if you spare his life, 
Good deal! Keep talking to 
him after you get the item, 
if you bug him enough he 
will attack you. Luckily, 
he's really easy to beat 
for any character, and 
after he dies he will drop 
a second magic item. 
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A Gharbad is a real wimp of a goat man that you wilf encounter 
on level four Anybody can take this chump out. 


The Magic Rock 

Griswald the Blacksmith will tell you of a magic rock 
that has been stolen and now resides in the 
Catacombs. You'll have to scour level five to find the 
stone. Look carefully because the stone is small and 
hard to find. Once you do find it, bring it back to 
Griswald and you will be rewarded with the 
Empyrean Band. 


The Empyrean Band: +2 to All 

Attributes, +20% to Light Radius, 
Fast Hit Recovery, Absorbs Half 
Trap Damage. 




A The Mogk Rock Js hard to Und, but your newand h well worth 
Ihe time rt takes to find it. 


The Armor of Valor 

You will find the Book of Blood on level five. The 
Pedestal of Blood is in the same room, On the floor by 
the pedestal you should find a blood stone (sense a 
theme here?). Take the bloodstone and place it on the 
pedestal. Now you will have to find the other two 
bloodstones to activate the pedestal, Luckily, they're in 
the rooms next to where you are right now, Get the 
two stones and place them on the pedestal, also. This 
will cause the wall behind the pedestal to open, reveal¬ 
ing some very angry horned demons. Fight them as 
you would any monsters (albeit tough ones), and you 
will find the Armor of Arkaine's Valor 
behind them, 

Arkaine's Valor: AC 25, +10 to 

Vitality, ^3 Damage from Enemies, 
Fastest Hit Recovery 




A The Arkaine% Valor is some of the best armor you con got in the 
first half ol the gome, Stood better not make you gueosy,. though. 


The Chamber of Bone 

On level six of the Catacombs you will find a book 
that will allow you to discover a secret staircase. This 
staircase leads to the Chamber of Bone, Before you 
go into the Chamber make sure you have plenty of 
healing and mana—a huge undead horde is waiting 
for you inside, and it won't be an easy fight. Firewalls 
are very effective here due to the sheer numbers of 
the enemy, but if you don't have firewalls be pre¬ 
pared to do some major hacking and slaying [that's 
why you bought the game, anyway!). Your reward, 
should you dear the room, is a book with the 
Guardian spell. The nature of the reward makes it far 
more beneficial for mages and rogues to get this mis¬ 
sion, Warriors benefit mostly from the huge amount 
of experience gained and the sale value of the book 
(unless they find it necessary to read the book for 
some reason). 



A FinewalU ar« rhu key fa booting the horde that awaits you hi 
the Chamber of Bone. 


Halls of the Blind 

You will find the Book of the Blind on level seven. Once 
you read it, two doorways will open to a dark and 
seemingly empty room. DO NOT enter this roonv—it's 
filled with invisible monsters called illusion weavers. 
The best approach to tackling these guys is from the 
doorway, where they can only come at you one at a 
time. Firewalls also work well here. If you 
manage to kill everything in the room 
you wilt get the Optic Amulet. 

Optic Amulet: +20% Light Rad¬ 
ius, Resist Lightning +20%, -1 
Damage from Enemies, +5 to Magic 




A Thq halts af fh? blind are filled with invisible metuters lhar guard 
the Optk Amulet. Yau1l want to take rhem out ono at a rime- 


Zhar the Mad 

You will meet Zhar in the library on level eight of the 
Catacombs. He doesn't want to be bothered by you, so 
he will give you a spelJbook fn exchange for leaving. If 
you decide not to leave and instead stay and search 
through the bookshelves, Zhar will become enraged 
and attack you, Make no mistake about it, Zhar Is 
tough. He's also immune to fire. Lightning attacks 
work, and so do traditional hack-and slay-methods. Just 
make sure you have plenty of health, because Zhar's 
attacks are fast and extremely powerful. Your reward 
for beating Zhar is a random magical item. 

k' zhar iis o unously 
tough oppoiKfit to 
bea+-os|Mc]ally with 
his bnmunrty to fire. 
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The Black Mushroom 

This is one of the longest, most drawn-out quests in 
the game* It ail begins on level nine, where you will find 
a book called the fungal tome. Take this book to Adrta, 
She will look at It and send you right back into the dun¬ 
geon to find the black mushroom, The black mush¬ 
room is in the mushroom patch, which is located on 
the same level where you found the book. Bring the 
mushroom back to Adria and she wifi mention that 
Pepin needs a Demon Brain. Swing by Pepin's to con¬ 
firm that he does indeed need a demon brain for the 
elixir he's brewing. Now go back down to the caves 
and kill something remotely demon-like (it doesn't 
seem to matter what). You will see its brain lying on the 
ground. Run the brain up to Pepin, vvho will then use it 
to make the Spectral Elixir for Adria. When you get to 
Adfia with the elixir, she will say she doesn't need it 
anymore and that you can keep it. Whewt 


Spectral Elixir: +3 to All Attributes 
Permanently 


■4 Yw can 
find the bkxk 
mushfx»fn 
in—)wi 
gues»d iN- 
rtw mush¬ 
room poTch* 
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Anvil of Fury 

Griswald the Blacksmith will tell you about the Anvil of 
Fury, located deep within the caves. On a small island 
on level 10, you will find the anvil surrounded by quite 
a few baddies. Kill all of the monsters, grab the 
Anvil, and return to Griswald. In gratitude he wil! 
give you Griswaid's Edge. 

Griswald's Edge: Fire Samage MO, Chance To 
Hit +25%, fast Attack, Knocks Target Back, 


Mana +20, HP -20 


^ Ftghring your 
wtiy to the 
Afwif of Fury 
isn> eosy. 
Wfien you 
grab the anvil, 
town portal 
out and give it 
tp Gri$wald. 




The Warlord of Blood 

Be warned, this quest is very tough. 
On level 13 of Hell you will find a 
book called the Steel Tome. Go 
back to town and speak to Cain 
about it. He will tel! you about the 
Warlord of Blood. Go back to level 13 
as many times as necessary to clear 
out all of the monsters before read¬ 
ing the book-^ou don't want to deal 
with anything else when you unlock the armory door. 
Make sure you are well stocked on health and mana 
[for mana-shieJded players) before you read the book. 


After you are as prepared as you can get, read the 
Steel Tome and unlock the door to the armory. Inside 
are several Blood knights and the Warlord of Blood. 
The Warlord is immune to fire, lightning, and magic, 
which puts mages at an extreme disadvantage when 
dealing with him, If you must use a mage, the best 
things to beat him with are either Stone Curse (which 
works) or a couple of golems (If you are lucky enough 
to have that spell). Rogues and fighters will have an 
easier time with their melee weapons, but always keep 
an eye on your health—it's almost impossible to get 
your gear back if you die in this fight. After you beat 
every creature in the room, you can look around to find 
several magic weapons and some magic armor. 
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4 Since tbe 
WoikMrd e4 
Bkwdu 
hnrnune to 
most mogictil 
QtttKks, war- 
riors and 
rogu«j hcive 
die best 
chance 
against him. 


Lachdanan 

On level 14 you will find the knight Lachdanan, who 
has another tragic story to tell. The only thing that can 
hetp him is the Golden Elixir that is found on level 15— 
Ouch! Get the Elixir and bring it to Lachdanan. In return 
he will give you the Veil of Steel. 

Veil of Steel: AC 18, Resist All +50%, 
-20% Light Radius, +60% Armor, 
Mana -30, +15 to Str and Vit 


4 Th# ofily 
thing that 
curies 

Lochdonan 
ii found on 
on aven 
lower level* 




ArchBishop Lazarus 

Archbishop Lazarus is the penulti¬ 
mate boss of the game, and he is sec¬ 
ond only to Diablo in toughness. He is 
surrounded by at least two other boss 
characters, which makes him even 
more difficult to beat. 

First of all, you must find the staff 
of Lazarus. Take the staff to Cain and 
he will tell you of the evil Lazarus. Return to level 15 
and find the Pentagram on the ground, Step into the 
portal and you will teleport to a room filled with Succubi 
and Advocates. Read the book in the room while stand¬ 
ing on the circles on the ground, and you will teleport 
into The Succubi's area. This is one heck of a fight but 
it shouldn't tax you too much (if it does, make sure to 
go get re-stocked before proceeding). 

After killing everything, step back into the circle and 
teleport to Lazarus' chamber. Here you must face not 
only Lazarus, but also several bosses and many min¬ 
ions, Run away at this point—the less you have to take 
on at once the more likely you are to survive. Set up a 
Town Portal when you get a free minute so you'll be 



able to get back down here with no problems (try to do 
it where there are less monsters). Fireballs will work 
well for mages if they have the mana to support using 
them, otherwise use stone curse. Rogues and 
Warriors should just be prepared to do some serious 
pummeling. Scrolls of firewall are very useful for weak¬ 
ening the hordes here and help set up a defensive pos¬ 
ture to work from. After you defeat all of the bad guys, 
pick up their magic weapons (at least one of them 
should be cool) and head back up to the surface for a 
much-needed recharge. Next stop, Diablo! 

^ loseonH it 
axtrwngly 
drHicult to 
kill, even 
whon ha% not 
surrouncfett 
by teveral 
oiber bofi 
dionicten. 



Diablo 

After you've slocked up 
for the mother of all bat¬ 
tles, return to the room in level 15 
with the pentagram. Step on the 
Pentagram and you will be transported 
to level 16—Diablo's level. One thing 
you should have before you enter the 
level is enough gear to max out your fire 
resistance at 75%. Trust us, you'll need 
it. Diablo's level is broken up into four 
quadrants. When you first arrive, sev¬ 
eral advocates and Blood knights will be 
out in the open where you teleport in. Kill them all 
before proceeding. Success at this level depends on 
your ability to annihilate large amounts of enemy troops 
at once without dying* If you must recharge after you 
kill them all, use the town portal to go back to town. 

When you come back, look at the map. See how 
three areas are locked up and one isn't? Go to the 
unlocked area and fight all of the monsters there. After 
beating them, pull the switch and the second area will 
open. Do the same for the second quadrant and the 
third will open up. After you kill all of the monsters In 
the third quadrant, pause 3 moment before pulling the 



second switch. Make sure you are in great shape 
because the next fight is Diablo himself. Okay then, 
pull the switch and slowly proceed downward—one 
step at a time if possible. If done correctly, Diabb will 
come out after you without you having to fight the 
Blood knights at his side. Lure him back up to battle so 
you won't have to deal with the other monsters. The 
best way to beat Diablo is to blast him with high-level 
Holy bolts. If you don't have that option, hack away 
until he dies—just make sure you have plenty of health 
potions, because he's lough. Eventually he'll die in a 
great geyser of blood, and you'll see the end- r“^, 
ing movie. Nicely done! T;-' 









































SFOIIHE 4LEET! 

This guide contains a complete walkthrough 
of Resident Evil 2 and should only be used 
when absolutely necessary. Reading too 
much may spoil your enjoyment of the 
game, so don't say we didn't warn you! 
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Claire B 


Room 1; Security Room 
Enemies: none 
Items: Green Herb (x1). 
Hand Gun Bullets {xlj, 
Flome Rounds {xlj, Ink 
Ribbon (x1) 

Speciol: Typewriter 
Item Box 


Room 2: Transport Room 2 
Enemies: Zombies (x5) 
Items: none 
Special: Transport 


Room 3: Moin SKcrft 
Enemies: none 
Items: Moster Key (you get 
from Annette loter on) 
Special: Breaker System 


Room 4: Right Passage 
Enemies: none 
Items: none 

Special: Security Terminol to 
Laboratory 64, Room 12 


Room 5: Cold Room 
Enemies: none 
Items: Fuse Cose, Moin Fuse, 
First Aid Spray 


Room 6: Left Possoge 
Enemies; Plant Creature (x4J 
—two of them oppear later 
Items: none 


Room 7; Tentacle Room 
Enemies: Zombies (x3) 
kerns: Blue Herbs {can'^t 
take), Bow Gun Bolts (x1), 
Lob Card Key 
Special: File: "Lab Security 
Manual," File; "User 
Registration," AnH-B.O.W. 
Gos Sprinkler 


Room 8; Tentacle Room 2 
Enemies: Licker [x2) 
Items: Ink Ribbrm (x1). 
Grenade Rounds (x2} 


Room Room with lodder 
to B5 

Enemies: Tentocles (x6). 
Plant Creature (x1) 
kerns: Green Herb (x2) 


Special: ladder down to 
Loboratory B5^ Room 1 

Room 10: Cot Scon Room 
Enemies: Plant Creatures [x2) 
Items: Grenade Rounds (x I ) 

Room 1 \i Main Elevotor 64 
Enemies: none 
Items: none 

Room 12: G-Copsule Room 
Enemies: Zombtes (xA) 

Items: Sub Mochine Oun OR 
M.G. Bullets (x1| 


Claire B LfleOfiFlTDRY Bl LeonB 


Room 1; 

Tronsport Room 3 
Enemies: none 
Items; none 

Room 2; Passageway 
Enemies: none 
Items; none 
Spociol: Elevotor to 
Laboratory B4, Room 2 

Room 3; Pump Room 1 
Enemies; none 
Items: Green Herb (xt) 
Speciol: kem Box, 
Elevator down to 
Laboratory B2, Room 1 


Room 4: Main Elevator B1 
Enemies: norte 
Items; none 

Room 5: Power Room 2 
Enemies: none 
Items: none 


Room 1; Transport Room 3 
Enemies: none 
kerns: none 

Room 2; Passageway 
Enemies; Tyrant (won't fight 
until Inter) 

kerns; Magnum Bullets (x1)— 
you pet from Tyrant 
Special; Elevator to Laboratory 
B4, Room 2 

Room 3: Pump Room 1 
Enemies; none 
kerns; Green Herb (xl) 

Special: Item Box, Elevator 
down to Laborotory B2, Room 1 

Room 4: Main Elevator B1 
Enemies; none 
kerns; none 

Room S; Power Room 2 
Enemies: Tyrant 
Items; Master Key 
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Claire B 


Room 1; Inside Sky Tram 
Enemies: none 
Items: none 

Room 2: Sky Tram Room 2 
Enemies: none 
items; Weapon Box Key 
Speciol: Flare Gun 

Room 3; Y-Shaped Bronch 1 
Enemies: Zombies (x4) 

Items.: Spark Shc^ 

Room 4; y-SKoped Branch 2 
Enemies: Zombies (x4j 
Items: Green Herb (x1}, Blue 
Herb (x1) 

Special; ladder to Vacant Factory 
IF, Room 1 


Leon B 

Room 1: Inside Sky Tram 
Enemies; William Birkin 
Items: none 

Room 2: Sky Tram Room 2 
Enemies: none 
Items; Weapon Box Key 
Special; Flare Gun 

Room 3: Y-Shoped Bronch 1 
Enemies: Zombies {x4] 

Items: Shotgun Parts 

Room 4: Y’Shoped Branch 2 
Enemies; Zombies (x4| 

Items: Green Herb (x1), Blue 
Herbjxl) 

Speciol; Ladder to Vacant Factory 
IF, Room 1 
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Claire B 


Room 7: Area 
Surrounding Police 
Station 

Enemies: Zombies (x2) 
Items; none 


Legnja 

Room 7: Area 
Surrounding Police 
Station 

Enemies: Zombies (x2) 
Hems; none 


Ci-Y FiBBfl (Ft. 2 } 


Claire B 




Room 1: Zombie Street 
Enemies: Zombies (x4) 
Items: none 

Room 2; Small Work 
Area 

Enemies: Zombies (x2) 
—they only attack if 
you try to reenter the 
door to City Area la. 
Room 2 

kerns; Ink Ribbon [xl]. 
Hand Gun Bullets (xl) 
Special: Typewriter 


Leon B 

Room 1: Security Room 
Enemies; none 
kerns; none 

Roam 2: transport Room 2 
Enemies; Zombies (xS) 
kerns: none 
Special; Transport 

Room 3; Main Shaft 
Enemies; none 
Items: none 

Special: Breoker System 

Room 4: Right Passage 
Enemies: none 
Items: none 

Special: Security Terminal to 
Laboratory 64, Room 1 2 

Room S; Cold Room 
Enemies: none 
Items: Fuse Cose^ Main Fuse, 
First Aid Spray 

Room 6: left Passage 
Enemies; Plant Creoture (x4}— 
two of them oppear later 
kerns: none 

Room 7; Tentacle Room 

Enemies; Tentacles 

kerns: Blue Herbs (can't take), 


Leon B 


Claire B 


You start the wme 
with the Hand Gun, 
Knife, and Lockpick 


Room 1: Street 
Enemies: Zombies {x7) 
Items: none 


Room 2; Outside 
the Garage 
Enemies: Zombies (x3] 
Items: Cabin Key 


Room 1; Street 
Erremies: Zombies (x7} 
Items: none 


Rcwm 2: Outside 
the Garage 

Enemies: Zombies (x3) 
Items; Cabin Key 


Leon B 


Room 1; Zombie Street 
Enemies: Zombies (x4) 
Items; none 


Room 2: Small Work Area 
Enemies; Zombies {x2)— 
they only attack if you try 
lo reenter the door lo City 
Area la, Room 2 
Items: Ink Ribbon (xl), 
Hand Gun Bullets (x I) 
Special: Typewriter 


Flamethrower, Lab Card Key 
Special: File: "Lab Security 
Manual," File: "User 
Registration," Anti-B.O.W. Gos 
Sprinkler 


Room 8: Tenlocle Room 2 
Enemies: licker (x2) 
kerns; Ink Ribbon (xl). Shotgun 
Shells [x2) 


Room 9; Room with ladder to B5 
Enemies: Tentacles (xb). Plant 
Creature (xl | 

Items; Green Herb (x2) 

Special: Ladder down to 
Laboratory B5, HoOm 1 


Room Kk Cat Scan Room 
Enemies: Plant Creatures (x2) 
Items; Magnum Bullets (xl) 


Room 11: Main Elevator B4 
Enemies; none 
Items: none 


Room 12; G-Copsule Room 
Enemies: Zombies (x4) 
kerns; Sub Machine Gun OR 
M.G. Bullets (xl) 


You start the 
gome with the 
Hand Gun, Knife, 
and Lighter 


Resident Evil 


|«*| elcome to Part Two of our compre- 
lUI hensive Resident Evil 2 walk¬ 
through. We're bringing the walkthrough 
to a close this issue by covering Claire and 
Leon's B Games, so let's get moving! 
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Room 7i Hoi I wirti Stoircose 
En^miof* Zombies (jc5)—won't appoar 
until letter 

lleiTi5« Green Herb (x3) 

5peciol: Stoircose to Polke Sfolion Room 


Room 1: Main Hatl 
Enemies: none 

Items: Ink Ribbon (x1 Grenade 
LauncKer, Pre<in<t {$pode} K«y 
Special: Typewriterr Computerr 
Ladder to 2Fr Center Statue 

Room 2: Room Wttfi Lois of Desks 
Enemies; Zombies (xS) 

Items; Green Herb (x1). Hand Gun 
Bullets (xl). Detonator 
Special; File; '^Memo to Leon^^ 

Room 3; Reception Area 1 
Enemies: Zpmaies (x3) 

Items: First Aid Sproy {x1) 

Special: Item Box, Fife: "Police 
Memorondum" 


Room 1: Pump Room 2 
Enemies; none 
Items; Ink Ribbon (x1), 
Shotpuil Shells (xl I 
Special; Typewriter, File: "P- 
epstlon report,^" Elevator up 
to Laboratory B1, Room 3, 
Elevotor down to 
Laboratory B3, Room 1 


Room 1: Pump Room 2 
Enemies: none 
Items; Ink Ribbon (xT), 

Flame Rounds (x1) 

Special: Typewriter, File; "P- 
epsilan report,Elevator up 
to Laboratory Bl, Room 3, 
Elevotor down to Laboratory 
B3, Room 1 


Room S; Dork Room 

Enemies; none 

Items; Ink Ribbon |x1J 

Special: Typewriter, Item Box, File: 

"Operation Report 2" 

Room 9: Reception Area 2 
Enemies; Zombies (x6]i 
Items; Green Kerb (x1) 

Room 10: Fan Room 
Enemies; Zombies (x5} 

Items; Ink Ribbon {x1]. Hand Gun Bullets 
(x2). Green Herb (x1Valve Handle, 
Shotgun Shells 1x1] 

Special; Map to the Police Station 

Room 11: East Staircase 1F 

Enemies: none 

Items; Green Herb |x2) 

Room 12: Messy File Room 
Enemies; none 

Items; Ink Ribbon (xl), First-Aid Spray (x1) 
Special: File; ''Totrol Report" 

Room 13; Brown Boorded-Up Hallway 
Enemies; Tyrant—he won^t appear until later 
hems: Red Herb (xl), Shotgun Shells (xl)^ 
you get from Tyrant 

Room 14; Interrogation View Room 
Enemies; none 

hems; Handl Gun Bullets (x1) 

Room 15; Interrogation Room 

Enemies: Licker (x 1) 

hems; First Aid Spray (xlj. Rook Plug 

Room 16; Locker Room 

Enemies: none 

Items; Shotgun Shells (x 1) 

Special: Film B 

Room 17; Circuit Box Hall 2 

Enemies; Zombies (xS) 

hems: Green Herb (x 1), Hand Gun Bullets 

1x1 j 

Special:: Staircase to Police Station Bl 

Room 13; Quarters 
Enemies: none 

hems; Magnum Bullets (xT), Shotgun 
Shells 1x1} 

Special; File; '^WatchmanIs Diary" 

Room 19: Press Room 
Enemies: Tyrant—he won^t appear at first 
Items: Golden Cogwheel, Hand Gun Bullets 
(xl)—you get from Tyrant 


Fouc-e St-rtidn If 


Room 4; Circuit Box Holl 1 
Enemies; Zombies (x6)—don't 
appear until later 
Items; Green Herb (x 1) 

Special; Circuit Box 

Room 5; HoHway With Boarded 
Windows 

Enemies: Zombies (xb)—four of them 
won't oppeor until later 
Items; none 

Room 6: Briefing Room 
Enemies; none 

Items: Hand Gun Bullets (xl], Red 
Jewel 

Special: File: "Operation Report 1," 
Fireplace 

Room 7: Holl with Stoircase 
Enemies: Zombies (xS^^won't appear 
until later 

Items: Green Herb {x2) 

Special: Stoircase to Police Station 2F, 
Room 1 


hems: Ink Ribbon (xl ). Lighter 
Special: File: "Patrol Report" 

Room 13; Brown fionrded-Up Hallway 
Enemies; Big Boss^—he worr't appeor 
until later 

hems; Red Herb (xl}. Bow Gun Bolts— 
can't get until later 

Room 14: Interrogotion View Roonii 

Enemies: licker (xl) 

hems: Hand Gun Bullets (xl ) 

Room IS; Intefrogotion Room 
Enemies: licker (xl) 

Items: First Aid Spray (xl), Eogle Stone 

Room 1 b: locker Room 
Enemies; none 

Items: Plastic Bomb, Bow Gun Bohs 
(xl) 

Special: Film B 

Room 1 7: Circuit Box Hall 2 
Enemies: none 

Items: Green Herb (xl). Acid Rounds 

Special: Staircase fa Police Station Bl 

Room 13: Quorters 
Enemies: none 
Items: Acid Rounds (xl ) 

Special: File; "Wotchmon's Diary" 

Room 19: Press Room 
Enemies: Big Boss 
Items; Golden Cogwheel 


Room 1: Moin Hall 
Enemies: none 

hems: Ink Ribbon fxl), Shotgun, Precinct 
(Spo^) Key 

Special; Typewriter, Computer, Ladder to 2F, 
Center Statue 

Room 2: Room With Lois of Desks 
Enemies: Zombies (xS) 
hems; Green Herb (x 1}, Hand Gun Bullets 
(xl), Precinct (Heart) Key, Small Key 
Special: File: "Memo to L*on" 

Room 3; Reception Area 1 
Enemies; Zombies (x3) 
hems: Shotgun Shells (xl} 

Spwkif; hem Box, Fite; "™ke 
Memorand um" 


Room 8; Dark Room 
Enemies: none 
Items: Ink Ribbon (xl) 

Speciol: Typewriter, Item Box, File; 
"Operation Report 2" 

Roam 9: Reception Areo 2 
Enemies: Zombies (xb) 

Items; Green Herb (xl) 

Room 10: Fan Room 
Enemies: Zombies (x5) 

Items: Ink Ribbon (xl). Hand Gun 
Bullets (x3}. Green Herb (xl ). Acid 
Rounds (xl). Valve Handle 
Special: Mop to the Police Station 

Room 11: East Stoircase 1F 

Enemies: none 

Items: Green Herb (x2) 

Room 12; Messy File Room 
Enemies; none 


Room 4; Circuit Box Hall 1 
Enemies: Zombies (xbl'^^-dofi't appear 
until later 

Items: Green Herb (xl) 

Speciol; Circuit Box 

Room S; Hallway With Boarded Windows 
Enemies; Zombies (xb)—four of them won't 
appear until loter 
hems', none 

Room b; Briefirig Room 
Enemies; none 

Items: Hand Gun Bullets (xl). Red Jewel 
Special; File: "Operation Report 1," 
Fireplace 


Claire B 

Room 1: Main Tunnel 
Enemies: none 
Items: none 

Room 2: Power Room 
Enemies: none 
Items; Flame Rounds (xl). 
Green Herb (xl) 

Special: Map to Police Slotton 
Bl, Reserve Power Control 
Panel 

Room 3: Parking Garoge 
Enemies; Dogs (x2) 

Items: Green Herb (xl) 

Room 4: Cell Block Entrance 
Hoi I way 

Enemies; Dogs (x2) 

Items; none 
Special; Film C 

Room 5: Kennel 
Enemies: Dogs (x2) 

Items: Blue Herb (x2). Crank 

Room 6: Cell Block 
Enemies: none 


Items: Green Herb (xl). Blue Herb 
(xl), Bow Gun Bolts (xl) 

Room 7; Autopsy Room 
Enemies: tickers (x2] 

Items; Red Card Key 


Room B; Armory 
Enemies: none 
Items; Add Rounds (xl), 
Hand Gun Bullets (k2|i, t 

Sub Machine Gun, Side ' 

Pack 

Room 9: Outer Path 
Enemies; Dogs (x2) 

Items; Red Herb (xT) 

Special: Manhole to Sewoge 
Disposoh Room 9 


Room 10; Path to Chief Irons' Secret 
Room 

Enemies; none 
hems; none 

Room 11: Chief Irons' Secret Room 

Enemies: none 

hems: Acid Rounds (xl) 

%»ecial: Lodder down to Sewoge 
Disposal H Room 12 







Leon B 

Room 1: Main Tunnel 
Enemies; Zombies {x2)“wqn't 
appear until loter 
Items: none 

Room 2; Power Room 
Enemies: none 

Items: Hand Gun Bullets (xl), 
Green Herb (x 1) 

Speciol; Mop to Police Station BT, 
Reserve Power Control Ponei 


Fa LI c-E 
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Room 3; Parking Garage 
Enemies; Dogs (x2)—won't 
appear until later 
Items: Green Herb (xt) 

Room 4; Cell Block Entrance 

Hallway 

Enemies; none 

Items: none 

Special; Film C 

Room 5; Kennel 
Enemies; Dogs (x2) 

Items: Red Herb (xl). Blue Herb 
(xl) 

Room b; Cell Block 
Enemies; none 
Items: Green Herb (xl). Blue 
Herb (xl), Manhole Opener 
Special; Fite: Moil to the Chief— 
you won't get until later 


Room 7; Autopsy Room 
Enemies: Lickers |x2] 
hems; Red Cord Key 

Room 3: Armory 
Enemies: none 

hems; Magnum Bullets (xlj, Hand 
Gun Bullets (x2j. Sub Machine 
Gun, Side Pock 

Room 9: Outer Path 
Enemies; Dogs (x2) 

Etems; Red Herb [xl) 

Speciol: Manhole to Sewage 
Disposal, Room 9 

Room lO: Path to Chief Irons' 
Secret Room 
Enemies: none 
hems: none 

Room 11; Chief Irons' Secret Room 
Enemies; none 
Items; none 

Special; Ladder down to Sewage 
Dtsposoi, Room 12 
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Vacant -Factory 1-F 


later. Zombies (xS)^—these 
won^t appear until you''re 
eseoping the lab 
Items: Green Herb |x3} 
Special: Gate Security Panel 

Room 3: Control Center 
inemies: none 
Items: none 

Special: Mop to the Lab area. 
Typewriter, Item Box 

Room 4: Area OutskJe Giant 
Moth Room 
Enemies; none 
Items: Red Herb (x1 j 

Room 5; P-4 Laboratory 
Enemies: Zombies (xS} 

Items: Magnum Ports, Power 
Room Key 

Room 6: Giant Moth Room 
Enemies: Giant Moth 
Items: none 

Special: Security Registration 
Computer 


Room 1: Secret Warehouse 
Enemies: none 

Items: Grenade Rounds [xlj, Flame 
Rounds fxlj 

Room 2: Elevator Hallway 
Enemies: none 
Items: none 

Speciol: Mop for Sewer, Elevator to 
Sewer Bl, Room 2, Elevotor to 
Sewer B1, Room 6 

Room 3: Passoge to Giant Fan 
Enemies: Giant Spiders (x2), 
Zombies (x3}—won^t appear 
until loler 

Items: Wolf Medal, Flome 
Rounds( k1) 

Room 4: Waterfall Room 
Enemies: Giant Spiders {x2) 
hems: none 


Room 6: Alligator Tunnel 
Enemies: none 
Items: none 


Room 1: Factory Save Room 
Enemies: none 

Items: First Aid Spray (x1}, Acid 
Rounds (x1 h Flome Rounds {x1}, 
Ink Ribbon {xT} 

Special: Typewriter, Item Box, 
Ladder down to Vacont Foctory 
BI, Room 4, Machine Control 
Panel 


Room 7: Garbage Room 
Enemies: none 
Items: Ink Ribbon {x1) 

Room B: Wooden Cotwalk 
Enemies: none 
hems; none 


Room 2: Tronsport Room 1 
Enemies: William Birkin 
Items: Hand Gun Bullets (xl) 
Special: Map to Factory orea. 
Transport, Elevator to Vocont 
Factory IF, Room 4 

Room 3: Inside the Transport 
Enemies: none 
Items: none 

Room 4: Engine Room 
Enemies: Tyrant 
hems: Control Panel Key 


Room 9: Sky Tram Room 1 
Enemies: none 
Items: none 

Special: Sky Trom, Sky Tram Power 
Console 


Room 1: Room with ladder to 
B4 

Enemies: Tentacles (x6j 
Items; none 
Special: Ladder up to 
Laboratory B4, Room 9 

Room 2: Evacuation Gate 
Room 

Enemies: Licker (x4}—the 
fourth one won't appear until 


Room 10; Warehouse Room 
Enemies: Zombies (x1} 

Items: Grenade Rounds (x1 j'. Bow 
Gun Bolts (xl) 

Special; Ladder up to Sewer Bt, 
Room 6 


Room 5; Bridge Room 1F 
Enemies; none 

Items: Blue Herbs (can't pick l 
Green Herb {x2). Flame Rouni 
(xl). Ink Ribbon (x1) 

Special: Typewriter, you meet 
Annette Birkin 


Room 11: Small Woterfall Room 
Enemies; none 
Items; none 


Room 4; Plug Room 
Enemies: none 
Items: Joint 5 Plug, Joint N: 
Plug 

Special: Item Box 

Room S: Tyrant Room 
Enemies; IVronit 
hems: Rocket Louncher (you 
will wt this it you can sue* 
vtve long enough) 

Room 6: Engine Cor Control 
Room 

Enemies: none 

Items: none I —i 


Room 1; Escapee Train Room 
Enemies: Zombies (xS)^—they 
appear later on 
Items: none 
Speciol: Gotv Terminal 

Room 2; Train {Car t} 
Enemies; none 
Items: none 


Room 1: Escape Train Room 
Enemies: Zombies (x^}—they 

appear later on 
Items; none 
Special; Gate Terminal 

Room 2; Train (Car 1) 
Enemies; none 
hems; none 


Room 4: Plug Room 
Enemies: none 
Items: Joint S Plug, Joint N 
Plug 

Speciol: Item Box 

Room 5: Tyrant Room 
Enemies; Tyront 
Items: Rocket Launcher (you 
will get this if you con sur¬ 
vive Tong enough) 

Room 6; Engine Car 
Enemies; none 
Items; none 


Room 3; Train (Car 2) 
Enemies: ^llkim Birkin 
(won't oppeor until the end 
of the gome] 

Items; Platform Key, Ink 
Ribbon (xt) 

Speciah Typewriter, 

Hem Box 


Room 3: Train (Cor 2) 
Enemies: William Birkin 
{won't oppeor until the end 
of the ^me) 

Items: INatlorni Key, Ink 
Ribbon (xl) 

Speciol: Typewriter, Item Box 


Room 7: Garboge Room 
Enemies: none 
Items; Ink Ribbon (xl) 

Room S; Wooden Catwalk 
Enemies: none 
Items: none 


Room 1: Secret Warehouse 
Enemies: none 

Hems: Magnum Bullets (xl), Shotgun 
Shells (xl) 

Room 2: Elevator Hallway 
Enemies: none 
Items: none 

Special: Mop for Sewer, Elevator lo 
Sewer B1, Room 2, Elevator to Sewer 
B1, Room 6 


Room 1: Main 
HaHwoy Ledge 3F 
Enemies: Big Boss— 
he won't appear 
until loter 

Ifems: Grenade Rounds*-" 
can't get until later 


Room 1: Main Hollwoy 
Ledge 3F 
Enemies; none 
Items; none 


Room 9; Sky Tram Room 1 
Enemies: none 
hems: none 

Special: Sky Tram, Sky Tram Power 
Console 

Room 10; Warehouse Room 
Enemies: none 

Items: Magnum Bullets (xT), Shotgun 
Shells (xl) 

Special; Ladder up to Sewer B1, 
Room 6 


Room 2: Gear Room 
Enemies; none 
llems: Blue Stone (second 
half) 


Room 2: Gear Room 
Enemies; none 
Items: Knight Plug 


Room 3: Passage to Grant Fan 
Enemies; Giant Spiders (x2), Zambies 
(x3)—won't appeor until later 
items: Wolf Medal, Small Key 

Room 4: Woterfall Room 
Enemies: Giont Spiders (x2) 
llems: none 


Room 11: Small Waterfall Room 
Enemies: none 
Hems: none 


Room 5: Bridge Room 1F 
Enemies: none 

Items: Blue Herbs [con't pick up), 
Green Herb (x2j, Shotgun Shells 
Ink Ribbon (xl) 

Special: Typewriter 

Room 6; Alligator Tunnel 
Enemies; Giant-Ass Alligator 
Items: none 
Special: Gas Tank 


Room 1: Factory Save Room 
Enemies: none 

Items: First Aid Spray (xl), Magnum 
Bullets (xl). Shotgun Shells |x1). Ink 
Ribbon (xl I 

Special: Typewriter, Hem Box, Ladder 
down to Vacant Factory Bl, Room 4, 
Machine Control Panel 


Hems; none 

Special: Mop to the Lob 
area, Typewriter, Item 
ELox 


Room 1: Room with 
ladder to B4 
Enemies: Tentacles (x6) 
Hems: none 
Special: Ladder up to 
Laboratory B4, Room 9 

Room 2: Evocuotion 

Got-B Room 
Enemies: Licker (x4]— 
the fourth one won't 
appear until loter. 
Zombies (xS)—these 
won't qppeor until 
you're escaping the lab 
items: Green Herb (x3} 
Special; Gate Security 
Panel 


Room 2: Transport Room 1 
Enemies: none 

Hems: Hand Gun Bullets (xl j 
Speckih Map lo Factory area. 
Transport, Elevator to Vacant Factory 

1F, Roam 4 

Room 3: Inside the Tronsport 
Enemies; William Birkin (appears after 
the Transport Is in motion) 

Items: none 


Room 4: Area Outside 
Giant Moth Room 
Enemies: none 
Items: Red Herb (x1) 

Room Si P-4 LabDratory 
Enemies: Zombies (xS) 
hems: Grenade Rounds 
(x2b Power Room Key 

Room 6: Giant Moth 
Room 

Enemies: Giant Moth 
Hems: none 
Special: Security 
Registration Computer 


Claire B 


Room 1: 6Q5 Power 
Room 3 

Enemies: Lickers (x2) 
Hems; none 
Special: Elevator up to 
Laboratory Bl, Room 
3r Elevator Switch 
[turns on main 
elevator) 


Room 1: Elevator Switch 
Room 

Enemies: Uckers (x2J 
Items; none 
Special: Elevator up to 
Laboratory 61, Room 3; 
Elevator Switch (turns on 
main elevator) 


Room 4: Engine Room 
Enemies: Tyrant 

Items: Control Panel Key, Shotgun 
Shells (xl)—you get from Tyrant 


Room 3; Control Center 
Enemies; none 
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Leon B 


Enemies: Litkers {x2) 
(terns: none 




Police 
St-rtidn E-f 


Room 1: Sliding Statue Room 
Enemies: none 
ttems: Red Jewei 


Room 9: Bird Ho IIway 
Enemies; Birds (x8J, Tyrant (won't 
appear until later) 

Hems: Hand Gun Bullets (x2H^yo*J 9^ 
die second box from the Tyrant later 
on). Green Herb (xT} 

Room 10: East Staircase 2F 

Enemies: none 

Items: Green Herb (x1} 

Room 11: Helicopter Rooftop 

Enemies; none 

Items: Shotgun Shells (xT) 

Room 12: Red Jewel Statues Room 
Enemies: licker (xl j—doesn't appear 
until later 

Items: Blue Card Key, Shotgun Shells 
(x1)j King Plug 

Special: three "Red Jewel" Statues 

Room 13: Chief Irons' Office 
Enemies: none 
Items: none 

Special: File: "Chief's Diary" 

Room T4: Hallway From Irons' Office 
Enemies: Tyrant (won't appear until 
later) 

ItefTts; Magnum Bullets (xlj—you get 
from Tyrant 

Room 15; Art Display Room 
Enemies: none 
Items: Crank 

Special: File: "Secretary's Diary B" 


Room 2: Hallway to SXA-R.S- Office 
Enemies: Zombie (xlj—won't oppeor 
until later 
ftems: none 


Room 3: S,T,A»R,S- Office 
Ertemies: none 
hems: Magnum 
Special: Fife: "Chris's Diary" 

Room 4; Reception Area 3 
Enemies: Zombies (xS) 

Items: Precinct (Diamond) Key, Shotgun 
Shells (x1 h Hand Gun Parts 

Room S: library 
Enemies: norw 

hems: Bi$hap Plug, Red Herb (xl) 

Room 6: Main Hallway Ledge 3F 
Enemies: Zombies (xS), Ucker (xT)—the 
licker doesn't appear until lotier 
Items: Ufiicorn Medal 
Special: Ladder to Police Station TF, 
Room 1 


hems; Hand Gun Bullets 1x2)—you won't 
get the second box until later, Green 
Herb (xlj 

Room ID; East Staircase 2F 

Enemies; none 

hems; Green Herb (xtj 

Room lit Helicopter Rooftop 

Enemies: none 

Items: Acid Rounds (xl) 

Room 12: Red Jewel Sfotues Room 
Enemies: licker (xl)—doesn't appear until 
later 

Items: Blue Cord Key, Blue Stone (first half) 
Special: Three "Red Jewel" Statues 

Room 13: Chief Irons' Office 
Enemies: none 
Items: Precinct (Heart) Key 
Speciol: File: "Chiefs Diary," Fife: "Moil to 
the chief"■**you gfjst this loter on, you even¬ 
tually meet up with Sherry, again here. 
Elevator down to Police Station G1, Room 


Room 1: Sliding Statue Room 
Enemies: itone 
Items: Red Jewel 

Room 2; Hallway to S.T*A.R*S. Office 
Enemies; Zombie (xl)—won't appear 
until later 
Hems: none 

Room 3; S.T»A.^R,S, Office 
Enemies: none 

Hems: Bow Gun, Precinct (Diamond) Key 
Special: File: "Chris's Diary," File: "Mail to 
Cnris/' you meet up with Leon 

Room 4: Reception Area 3 
Enemies: Zombies (x5) 

Items: Hond Gun Bullets (x 1) 

Room 5: Ubrory 
Enemies; none 

Items: Serpent Stone, Red Herb (xl) 

Room 6: Main Hallway Ledge 2F 
Enemies: Zombies [x5j, licker (x1)-^e 
Licker doesn't oppeor until loler 
Items: Unkorn t^dal 

Special: Ladder to Police Station IF, Room 1 

Room 7: Waiting Room 
Enemies: none 

Items: Ink Ribbon (xl). Hand Gun 
Bullets (xl J 

Special: Typewriter, Item Box, File; 
"Secretary's Diory A" 

Room 3: Helicopter Hollway 
Enemies: Lickers (x2) 

Items: none 

Room 9: Bird Hallway 

Enemies: Birds (xB), Giant Boss—won't 

appear until later 


Room 7; Waiting Room 
Enemies: none 

Hems: Ink Ribbon (xl). Hand Gun 
Bullets (xl), Smoll Key 
Special: Typewriter, hem Box, File: 
"Secretary's Diory A" 

Room 8: Helicopter Hallway 


Room 14: Hallway From Irons' Office 
Enemies; none 
hems: none 


Room T 5: Art Disploy Room 
Enemies: none 

hems: Hand Gun Bullets (x1| 
Special: File; "Secretary's Diory B. 
catch up with Sherry 


Room t: Drainage Room 
Enemies: Zombies {x3) 
Items: none 


Room 2: Control Room 2 
Enemies: none 
Hems: Hand Gun Bullets 
(xT), Green Herbs {k 3) 
Special; lypefwriler. Hem 
Box, Elevator to Sewer B2, 
Room 2 


Room 3: Bug-Infested Fan 
Tunnel 

Enemies: Bugs 
hems: none 


SEseciol; You meet up 
sherry here loter on 


Room 4: Bridge Room 2F 
Enemies: none 
hems: Eagle Medal 
Special: File: "Sewer 
Monoger Diary" 

Room 5; Sewoge Tunnel 2 
Enemies: none 
hems: Blue Herbs (x2) 

Room 6; Control Room 1 


Enemies: none 

Items: Hand Gun Bullets (xl}, 
Ink Ribbon (xl). First Aid 
Spray (xl) 

Social: File: "Sewer 
Manager Fox," Item Box, 
Typewriter, Ladder down to 
^wer B2, Room 10, Elevator 
to Sewer B2, Room 2 


Room 1: Giant Spider Tunnel 
Enemies: Giant Spiders (x2] 
Items; none 

Special: Ladder to Police 
Starion BT, Room 5 

Room 2: Hallway 
Enemies: none 
Items: none 


Room 10: Storeroom R 
Enemies: none 
Items; Ink Ribbon (xl) 
Special: Typewriter, 
Item Bax 


Room T 1; Stairs to 
Sewer B1 
Enemies: none 
(terns: none 

Special: Stairs to Sewer B1 

Room 12; Small Catwalk 
Enemies: William Birkin 
hems; none 

Special; Ladder up to Police 
Station B1, Room 10 


Room 3: Storeroom L 
Enemies: none 
hems: Blue Herb (xl) 

Special; Typewriterr hem Box 

Room 4: "H"-Shaped Room 
Enemies: none 
Hems; none 


Room 1: Drainage Room 
Enemies; none 
Items: Blue Herb (x2) 

Room 2; Control Room 2 
Enemies: none 

Items: Hand Gun Bullets (xl), First 
Aid Spray (xl). Ink Ribbon (xl) 
Special: File: "Sewer Monager 
Fox," hem Box, Typewriter, Hidden 
Ladder down to Sewer B2, Room 
10, Elevator Ip Sewer B2, Room 2 

Room 3: Bug-Infested Fan Tunnel 
Enemies: Bugs 
hems: none 


Room 13: Sewage Tunnel 1 
Enemies: none 
Items: none 


Room 5: Cesspool 

Enemies: none 

Items: Grenade Rounds (xl) 


Room b; Catwalk 
Enemies: Zombies (x3) 
Items: none 

Special: Etevotor to Sewage 
Disposal, Room B 

Room 7: Crete Puzzle 
Enemies: none 
Items: Precinct (Club) Key 
Special: Map to Sewoge 
Disposal 

Room 8: Dead-End 
Enemies: none 
hems: nO’Ue 

Special: Elevator to Sewoge 
Disposal, Room 6 

Room 9: Under Construction 
Passageway 
Enemies: none 
Items: none 


Special: Elevator to Sewage 
Disposal, Room 6 

Room 9: Under Construction 
Passageway 
Enemies: none 
hems: none 


won't appear until later 
hems: none 


Room 5: Cesspool 
Enemies: none 
Items: none 


Room I: Giant Spider Tunnel 
Enemies: Giant Spiders (x2) 
Hems: none 

Special: Ladder to Police 
Station B1, Room 5 

Room 2: Hallway 
Enemies: none 
Items; none 


Room 4; Bridge Room 2F 
Enemies: none 
Hems: Eagle Medal 
Special; File: "Sewer Manager 
Diary" 

Room 6; Control Room 1 
Enemies: none 

Items: Hand Gun Bullets (xl). Ink 
Ribbon (xl) 

Special; Hem Bax, Typewriter, 
Hidden Ladder down to Sewer B2. 
Roam TO, Elevator to Sewer B2, 
Room 2 


Room 6: Catwalk 
Enemies: Zombies (x3) 

Items: none 

Special: Elevotor to Sewage 
Disposal, Room 3 

Room 7i Crate Puzzle 
Enemies; none 
hems: Precinct (Club) Key 
Special: Map to Sewage Disposal 

Room 3: Dead-End 

Enemies; none 

Hems; Shotgun Shells (xl) 


Room 10: Storeroom R 
Enemies: none 
hems: Ink Ribbon (xl) 
Special: Typewriter, hem Box 

Room T1; Stairs to Sewer B1 
Enemies: none 
Items: none 

Special: Stairs to Sewer B1 

Room 13; Sewage Tunnel t 
Enemies: none 
Hems: none 


Room 3: Storeroom L 
Enemies: none 
Items; Blue Herb (xl), ink 
Ribbon (x1) 

Special: Typewriter, hem Box 

Room 4: "H"-Shoped Room 
Enemies: William Birkin— 
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aihrhmugh: claire b 


ou start Claire's "'B'' game on the right side of 
the wrecked police car. Head to your right, 
-:’pass the seven zombies, and go through the metal 
gate. You will find yourself at the back portion of the 
police station, where three zombies are waiting. 
Dodge them and get the Cabin Key located in the 
small office to the right. Exit the office^ run past the 
Zombies again, and use the Cabin Key on the left 
door to gain access to the Small Work Area. 

Small Work Area 

On the left table you will find a box of Hand Gun 
Bullets, an Ink Ribbon, and a Typewriter. As you explore 
this area, you wilt hear some Zombies crashing through 
something. If you try to exit through the door you just 
came through, two Zombies will attack you during the 
"loading" screen, Even if you do kill the Zombies you 
' will not be able to exit through that door, so don't even 
bother opening it. Just go through the opposite door, 
run past the six Zombies, and dimb up the nearby stair- 
; well You will wind up at the Helicopter Rooftop. Relax 

■ and enjoy the movie segment. 

Helicopter Rooftop 

You will need to extinguish the burning helicopter just 
like you did in the first game, so your first task is to find 
the Valve Handle, Enter the metal doorway to the left 
of the helicopter and make your way through the Bird 
Hallway. Just don't forget to pick up the Green Herb 
near the door. 

Eight birds will be waiting for you near the end of 
the hallway, so be prepared. After killing the birds, 
search the dead body to find a box of Hand Gun 
BuElets. Go through the next door you see, which leads 
to the East Stairbox 2R Notice the Green Herb. Now 
head downstairs and enter the Fan Room. Two more 
Green Herbs are in here if you want to pick them up. 

Fan Room 

Search the body on the ground for a box of Hand Gun 
Bullets, and get ready to kill the five Zombies. You'll 
find the Valve Handle on the left side of the room. 
Another box of Hand Gun Bullets can be found in the 
left office, as welt as another Green Herb (located 
behind the desk). The safe uses the same combination 
from game A: 2236. It contains a case of Acid Rounds 
and the map to the Police Station, Back out in the main 
part of the room, you'll find an Ink Ribbon on the desk 
underneath the first fan. 

That's it for this reborn right now, so go back to the 
staircase and make your way to the Bird Hallway. Don't 
go to the Helicopter Rooftop, though—you need to find 
a better weapon first Follow the Bird Hallway to its 

■ end and enter the Helicopter Hallway. You'll encounter 
two Lickers here, so be prepared. If you're fast enough 
you can simply run to the first door you see without 
getting hurt. This door leads to the Waiting Room, 

^ Wafting Room 

^ Here you will find a Typewriter, an ink Ribbon, a box of 
Hand Gun Bullets, the Secretary s diary A, and an Item 
Box. Make sure you don't miss any of the items, then 
go through the other door in this room. 

Hallway 2F 

This is the second-floor hallway, which is home to five 
Zombies. Run to the emergency ladder and lower it, 
then take on the Zombies. As soon as they are dead, 




Main Hall 

Use the Unicorn Medal on the big 
statue to receive the Precinct 
(Spade) Key. Then grab the Grenade 
Launcher and Ink Ribbon from near 
the computer. Now it's time to extin¬ 
guish the flaming helicopter on the 
roof, so make your way back there. 


Helicopter Rooftop 

Use the Valve Handle on the water 
pressure valve (located to the left of 
the door} to extinguish the fire. If you 
search the area of the helicopter near 
_ the steam, you'll find a case of Acid 
Rounds. As soon as you try to reenter 
the Bird Hallway, a cinema will take place showing the 
Tyrant. He will drop down into the Bird Hallway, so you 
will need to try to run past him or try your best to kill 
him. The easiest way to kill him is by using four Acfd 
Rounds. If you do manage to put him down, search the 
body for a box of Hand Gun Bullets. Of course, like in 
any horror film, he is not actually dead and will show up 
later on in the game. 

Follow the Bird Hallway to its end and enter the 
Helicopter Hallway. Even if you did not kill the two 
tickers here earlier, they will be gone. Continue for¬ 
ward and walk past the helicopter cockpit. Enter the 
right door. (As you do this, a brief cinema will occur and 
you will hear screaming from behind the blocked door). 
This is the Red Jewels Statue Room. 

Red Jewels Statue Room 

You can't solve this puzzle right now (because you 
don't have the two Red Jewels), so just grab the Blue 
Card Key laying near the left statue. As you attempt to 
leave the room, a Licker will drop down through the 
skylight. You can easily kill him with one Acfd Round. 
Now go all the way back to the Mam Hall and use the 
Blue Card Key on the computer. This opens the two 
locked side doors on that floor and the double doors on 
the second floor. Go through the first door located to 
the left of the main entrance, to Reception Area 1, 

Reception Area t 

You will find three Zombies here. The Police Memor¬ 
andum (which shows the safe combination) is on the 
sofa. Use the Lockpick on the locked drawer at the 
back corner of the room and you will find a First Aid 
Spray. That's all for this room, so exit through the back 
door and make your way Through Circuit Box Hall 1, 
Enter the first door using the Precinct (Spade) Key. 

Messy File Room 

You can find the Patrol Report to the left of the copy 
machine. In the cabinet to the right of the door lies an 
Ink Ribbon. Just like in game A, push the stepladder up 
against the back cabinet. This time a Lighter will be on 
top instead of the Crank. Exit this room and follow the 
hallway to the next door. Don't miss the Green Herb at 
the end of the hallway. 


Hallway with Boarded Windows 

As you travel through this hallway, two Zombies will 
bust through two of the windows. Take care of them 
and then enter the double doors. You are now in the 
Briefing Room, On the table to the right of the podium 
you can find the Operation Report 1. Go to the back 
area of the room and use the Lighter on the fireplace 
to get the first of the two Red Jewels. There is also a 
box of Hand Gun Bullets at the back right corner of this 
room. Now go back out to the boarded-up hallway and 
follow it into the next area, which contains a staircase. 
Grab the two Green Herbs sitting in front of the door to 
the Dark Room, then go on into that room (parallel to 
the stairway). 

Dark Room 

An Ink Ribbon is sitting to the left of the Typewriter on 
the file cabinet. The Operation Report 2 can be found 
right behind the Typewriter. You can use the back sec¬ 
tion of this room to develop any rolls of film you find. 
The metal locker to the left of the door contains a cos¬ 
tume change and another secret weapon. In order to 
get the key to the locker, you have to get a high grade 
when playing though either Claire's or Leon's B game. 
Check out last issue's RE2 strategy guide (March, 
1998) to get the full explanation. 

After you are done here, exit and go up The nearby 
staircase. Follow the hallway until you see a room with 
three statues in it. To solve this simple puzzle^ just push 
the right gray statue on top of the left pressure plate 
and the left brown statue on top of the right pressure 
plate. You'll know they are in position when you hear a 
distinct "clicking" sound. When both of the little stat¬ 
ues are positioned correctly, the center statue will drop 
3 fist-sized Red Jewel. Grab it and exit through the 
nearby door. 

Hallway to the S.T.A.R.S. Office 

This is the Hallway to the S.T.A.R.S. Office. Enter the 
office, which is the first door you will see, Leon will be 
waiting for you. After talking with you, he will hand you 
Chris's Diary and a Walkie-Talkie. Walk over to Chris's 
desk and get the Precinct (Diamond) Key. You can find 
a Bow Gun in the metal locker located to the left of the 
door As you attempt to leave the room, The fax 
machine will start up and print out a file called "Mail to 
Chris," Take a moment to read it over. After exiting the 
S.T.A.B.S. Office, you will see Sherry being attacked by 
a Zombie. After she manages to escape, go ahead and 
put the Zombie out of his misery. 

Reception Area 3 

Continue forward and go through the next door. You're 
now in Reception Area 3, where four Zombies are 
munching on a tasty corpse. The easiest way to take 
them all out is to use a Grenade Round when they are 
close together. If you're lucky you can finish them all 
with just one shot. Now use your Lockpick on the small 
desk drawer at the end of passageway to the right. 
Inside you'll find a box of Hand Gun Bullets. 

Library 

Go through the nearby door and walk up the staircase, 
following the balcony around to the left. You will even¬ 
tually fall Through the balcony to the floor below. Here 
you will find two things: a box on the wail, and a Power 
Switch that will open a secret pathway back to the 
main area of the Library, Walk through the pathway and 
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activate the panel on the lefrmost bookcase, This 
allows you to move the bookcase to the left or to the 
right. Move it and the next bookcase over to the right. 
This will cause the box on the wall in the secret area to 


pick up the Ffrst Aid Spray, a Licker will burst through 
the two-way mirror and land in front of you. Try to run 
past him, if you can. 


open and reveal the Serpent Stone. Go grab the stone 
and then exit through the big main doors on the other 
side of the room, 

Run all the way across the Main Hallway Ledge 2F 
and go back to the Red Jewel Statues Room, Make 
sure you have both Red Jewels! Use the jewels on the 
two side statues to get the first half of the Blue Stone, 

After making sure you have the Precinct (Diamond) 
Key with you, travel back to the West (left) side of the 
building and go down the staircase to the first floor. 
Walk to the back of the right hallway (not the one with 
the Dark Room in it) and enter the Locker Room. Note: 
When you arrive at the bottom of the stairs, five 
Zombies wilJ be waiting for you. A good single shot 
with your Grenade Rounds will kill them all. 

Locker Room 

You can find a quiver of Bow Gun Bolts in the lockers 
on the side of the wall facing the door you came 
through. The Plastic Bomb is in the locker directly to 
the right side of the other door. You will have to use 
your Lockpick to get it. On the other side of the wall of 
lockers is a drawer with Film A inside. 

Exit through the other door to the Room With Lots 
of Desks, Four Zombies are in here, so be ready with 
your gun. Pick up the nearby Green Herb, then get the 
Detonator off the desk in the office area. If you have 
the Plastic Bomb with you, go ahead and combine it 
with the Detonator to create the Bormb & Detonator. 
You can find the "Memo to Leon" File on the other 
side of the room, on the desk in front of the two big 
lockers. There is also a box of Hand Gun Bullets in one 
of those two lockers. That's it tor this room, so exit to 
the Main Hall from the front door. Note: Once you exit 
10 the Main Hall, the front door will remain unlocked so 
you can come and go freely. 


Blowing up the Helicopter 

Remember the Helicopter Hallway? Go there now, 
but be sure you have the Bomb & Detonator, Use 
them on the blocked doorway to gain access to Chief 
Irons' Office, After you clear your path, make your 
way into the office. 

Chief Irons' Office 

Walk up to the Chiefs desk and attempt to search it. 
The chair will turn around, and you will come face-to- 
face with Chief Brian Irons, You will see from the movie 
segment that he is losing his mind. There is nothing 
more to do in this room right now, so exit through the 
other door. Walk through the hallway until you reach 
the Art Display Room. Sherry is in the back area, but 
you will have to turn on the light switch to see her. The 
Secretary's Diary B is also in this room, as well as a box 
of Hand Gun Bullets. Now head back to Chief Irons' 
office and get the Precinct (Heart) Key from his desk. 
He is no longer here, but the Chiefs Diary can be found 
sitting on his chair If you examine the picture behind 
the desk it will open to reveal a puzzle. What you need 
to do is gather all the different square stones and put 
them in the openings. 

That's it for ihe main floors right now, so ifs time 
to head for the first section of the basement level. 
Leave this area and go down the outside East 
Staircase. Enter the Fan Room again, but this time exit 
through the locked back door. You need the Precinct 
(Heart) Key to unlock it. You are now in the Circuit Box 
Hall 2. There are five Zombies here Just aching for a 
Grenade sandwich. Let them have if pick up the 
Green Herb and Acid rounds, then head downstairs to 
Police Station B1. 

Police Station B1 





Brown Boarded-Up Hallway 

Now go through the front right door, which leads to 
Reception Area 2. Six Zombies are in 
here, so be prepared. Pick up the 
Green Herb at the left of the 
vending machines and go 
through the door at the far 
back of the room. This takes 
you to the Brown Boarded- 
Up Hallway, where you'll 
see a Red Herb, Follow the 
hallway to the very end and 
enter the back door on the 
right side. This is the Inter¬ 
rogation View Room, As you 
walk forward from the door, 
a Licker will drop down from 
the ceiling. As usual, one Acid 
Round will end its life. 

Unfortunately, the only item in 
this room is a box of Hand Gun 
Bullets on the wooden shelves. 

interrogation Room 

Go back out to the hallway and enter 
the gray door located to your right. The 
Precinct (Diamond) Key will unlock this 
door. Inside is a First Aid Spray and 
Eagle Stone, Be careful! As soon as you 


Go through the Main Tunnel to the "T" intersection and 
kill the five Zombies. The best strategy is to keep all the 
Zombies in front of you at all times. Now head right and 
go through the big doors into the Power Room, 

Power Room 

A Green Herb is on your immediate left, and a case of 
Flame Rounds is to your right Run around the cen¬ 
ter machiitery and pick up the Map to Police Station 
B1, Then walk over to the Reserve Power Control 
and set the switches to the following posi¬ 
tions: Up, Down, Up, Down, Up, The panel will 
power up the card reader outside of the Armory, 
Leave and go through the dirtydooking metal 
door to the Outer Path. You'll find a Red Herb sit¬ 
ting on the ground a few steps from the door. 
When you walk forward along the path, you'll be 
jumped by two dogs—one from behind you and 
one from the front. The best thing to do is to run 
to the end of the path and climb down the man¬ 
hole, Later, when you climb back up to this 
room, both of the dogs will be in front of you so 
you can shoot them more easily. 

Under Construction Passageway 

At the bottom of the manhole lies the Under 
Construction Passageway. Enter the door to 
the left and save your game. Don't forget to 
pick up the ink Ribbon near the Typewriter 
before you leave. Once you exit this room 


(Storeroom R), you will meet up with Sherry. After talk¬ 
ing with you, she will climb through an opening in the 
passageway and land in the Dead-End, You will now 
assume control of Sherry. 

Sewage Disposal 

Take the elevator up to the Catwalk area. There are 
three vomiting Zombies here, so you will need to 
dodge them as best you can. Sherry doesn't have a 
gun, so she is defenseless. Be careful I Run to the door 
to the left of the Catwalk and enter it. This takes you to 
the Crate Puzzle room. 

Crate Puzzle Room 

Walk down the stairs to the empty pool area, where 
you will find three wooden crates. Push the left single 
crate against the back wall. Next, climb over the two 
crates to the right and push the center one flush 
against the side of the left one. Now climb back over 
the crates and push the last crate on the right against 
the wall. All three crates should be in a straight line. 
Finally, climb back up to the stairs and activate the 
sewage control panel, which will flood the pool area, 
The crates wifi then rise, creating a bridge to the other 
section of the room. Find the Precinct (Club) Key, then 
exit the room. Don't forget to pick up the map on the 
way out—it's hanging on the wall near the door. 

Cesspool 

Now run carefully pas! the Zombies again to the other 
door. This leads to the Cesspool, where you will find a 
case of Grenade Rounds, After you pick it up, dodge 
the Zombies one more time and go back down the 
elevator to the Dead-End area. After the movie seg¬ 
ment concludes, you will be in control of Claire once 
again. You will also be in possession of the Grenade 
Rounds and the Precinct (Club) Key. That's it for this 
section, so go ahead and return to the Main Tunnel of 
Police Station 81. 

Return to Police Station B1 

Two more Zombies are here now, so be prepared. 
After you have disposed of them, use the Precinct 
(Club) Key to enter the Autopsy Room. You need to get 
the Red Card Key from a locker in the far left of the 
room. Watch out, though—as soon as you enter the 
room, two Lickers will drop down and attack youl 
You'd better have some spare Add Rounds, because 
there is no easy way to escape them. 

Now that you have the Red Card Key (and hopeful¬ 
ly survived), head for the Armory, it's through the door 
with the Card Reader to the side of it. When you first 
enter the room, you will see a case of Acid Rounds and 
a box of Hand Gun Bullets on the left. On the right is 
another box of Hand Gun Bullets. A Sub Machine Gun 
and a Side Pack, two of the better items to be found m 
the Police Station, are in the left locker at the end of the 
room. Make sure to pick up everything and then head 
to the Parking Garage. 

Parking Garage 

There are two dogs here, but they are pretty easy to 
run past. Thanks to Leon, you now have access to 
the Cell Block area., Just pick up the Green Herb 
located at the far back corner of the room before 
going there. Now go through the door to the Cell 
Block Entrance Hallway. You will have to kill two 
more dogs here—just make sure they are always in 
front of you and you shouldn't have a problem. Right 
in front of the metal gate at the end of the hall is a 
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table with Film C sitting on it, Grab the film, then 
enter the nearby metal gate. 

You are finally in the actual Cell Block, A couple of 
Herbs are in here, as well as a quiver of Bow Gun Bolts, 
Pick them up and go through the other door located in 
the Cell Block Entrance Hallway. This one leads to the 
Kennel, where two dogs are waiting to jump at you. 
You can also find a couple of Blue Herbs and the crucial 
Crank piece. Make sure to pick up everything, then 
head back up the basement stairs to the Circuit Box 
Hail 2. Five more hungry Zombies are at the top of the 
stairs. You just have to wonder where all these 
Zombies keep coming from! 

Return to Police Station 

Now you need to use the Precinct (Club) Key to enter 
the door behind the stairs. Inside are some living quar¬ 
ters. You can get a case of Acid Rounds and the 
Watchman's Diary from the back sleeping area, 

Go ahead and exit the room, then make your way 
to the Brown Boarded-Up Hallway again, where the 
interrogation rooms are. Enter the green door at the 
back of the hallway with the Precinct (Club) Key You 
will find yourself in the Press Room. 

Press Room 

Walk to the furnace in the back area of the room. Ignite 
the furnace with the Lighter, then turn on the three wall 
statues in this order: 12. 13. 11. A Golden Cogwheel 
will drop from the wall painting once all three statues 
have been lit in the proper order. Be prepared—once 
you walk over to get the Cogwheel, the Tyrant will bust 
through the wall and attack you. Have your Acid 
Rounds ready and hit him with tour of them. If you try 
to run away from him and exit the room, he will bust 
through another wall to get you. In fact, even if you do 
drop him in this room, he will still bust through the 
other wall and attack you in the Brown Boarded-Up 
Hallway. You should try to take him out both times if 
you have a decent supply of Acid Rounds. Search his 
body and you will get a of Hand Gun Bullets. If you put 
him down twice, you1l get a quiver of Bow Gun Bolts 
the second time, 

Now you're off to the Gear Room, which is located 
on the third floor. On the way there, be sure to have the 
Crank with you. 

Gear Room 

Go to the second floor library, which you can reach 
quickly by taking the ladder from the Main HalL There 
is a Licker here, so don't be surprised Climb up the 
library staircase and enter the room at the top. This 
takes you to the Main Hallway Ledge 3F, where the 
entrance to the Gear Room is located. Go ahead into 
the Gear Room and use the Crank on the square open¬ 
ing in the wall. This will lower a wooden staircase that 
you can take to the attic area. Use the Golden 
Cogwheel on the machinery there and a door will open 
up to the right of you. Inside you will find the Blue 
Stone 2. Combine it with the Blue Stone 1 to form the 
Jaguar Stone. 

As you leave the Gear Room and try to enter the 
Library again the Tyrant will make another appearance. 
As always, use four Acid Rounds against him. If you 
search his body this lime, you will get a case of 
Grenade Rounds. 

Return to Chief Iron's Office 

Remember the painting in Chief Irons' office? Well, that 
is where you need to use the three stones you have 


found. Head there now. Once you enter the office, 
you will run into Sherry again. She will accompany 
you throughout a majority of the rest of the game. 
Walk up to the painting and use each of the three 
stones on it. Once they are in place, the side wall 
will open up to reveal a secret entrance. Walk 
through it and pick up the "Mail to the Chief" File 
laying on the ground. Now take the elevator down 
to Chief Irons' Secret Room. 





Chief Irons' Secret Room 

When you enter the room you will see Chief 
Irons again. A movie sequence will take place, 
which helps explain a bit about Umbrefla Inc. 
and the G-Virus, Sad to say Chief Irons meets 
his demise before he can finish his speech. 

You should be able to find a case of Acid 
Rounds in the room. These are probably the 
best thing to use when you go against the 
upcoming boss. If you haven't saved your 
game already now is definitely a good 
time. When you are ready head 
down the trapdoor ladder and 
get ready to battle the monster 
that killed Chief Irons. After about six Acid or Grenade 
Rounds, the monster will simply topple over the side of 
the metal walkway. 

Head back to get Sherry, then return here. Lower 
The ladder at the end of the metal walkway and climb it 
to enter the second basement of the sewer area. 

Going To Sewer B2 

As you enter this first room, you will see the Tyrant 
above you. He is looking for you, so you will have to run 
from him. As you escape to the next room, Sherry will 
be sucked down through the flood gate and fall into 
another area of the sewers. You can't save her right 
now, so just keep going along the Sewage Tunnel 2. 

Control Room 1 

Pick up the two Blue Herbs and then enter the room. 
You will find a box of Hand Gun Bullets and the Sewer 
Manager Fax on the large table, A First Aid Spray is in 
the [ackers to the right of the Typewriter. You'll also find 
an Ink Ribbon next to the Typewriter Once you've 
picked up everything the room has to offer, use the 
Lockpick to gain entrance to the lower Warehouse 
Room. This is another area that Claire has access to 
and Leon does not. 

Warehouse Room 

You can get a case of Grenade Rounds and a quiver of 
Bow Gun Bolts down here. You should probably put the 
Zombie out of its misery at some point You'll notice 
that there as another door in this room, but it doesn't 
lead anywhere useful Climb back up the ladder and 
ride the elevator down to the Elevator Hallway. A cine¬ 
ma will then take place concerning Leon. As you walk 
down the hall towards the next room, be sure to pick 
up the Map to the Sewer Area that is hanging on the 
wall. Then exit to the Passage to Giant Fan. 

Passage to Giant Fan 

Two giant spiders are waiting here, so be extremely 
careful. They are quite fast and can spit venom at you. 
Go 10 the left, past the ladder, to the other ledge. Pick 
up the case of Flame Rounds and the Wolf Metal. Then 
do your best to kill those spiders or simply run past 
them. Take the other path that leads to the left and exit 
through the metal sewer door. 


Waterfall Room 

You will now be in the Waterfall Room, 
which contains two more giant spiders. 
Run past them and quickly climb up the 
ledge to the next room, which is the Bridge 
Room FI, if you happened to get poisoned, 
use the Blue Herbs here to cure you. They 
are unlimited, so you don't have to worry 
about wasting them. 

As you walk forward into the room, 
Annette Birkin will make an appearance and 
explain what has happened to her husband, 
William, and why he is after Sherry. After that, 
she will leave the room. Walk over to the Oil 
Pressure Data Transmitter and use the Valve 
Handle on it to lower the bridge. Walk across 
the bridge and pick up the two Green Herbs. 
Also grab The case of Flame Rounds and The 
Ink Ribbon near the Typewriter. 

Before you leave the room to go to the 
Alligator Tunnel, use the Valve Handle on The 
other Oil Pressure Data Transmitter to raise the 
bridge back to the higher level 

Alligator Tunirel 

Once you make to the Alligator Tunnel, run forward to 
the end, A Giant Alligator will leap out of the water and 
attack you. He's not actually as tough as he looks if you 
know the best way to beat him. Run back towards the 
door you came through and find the control panel on 
the left side of the tunnel. Activate it and a gas cylinder 
will drop to the ground. Take a few steps back and then 
wait for the Alligator. When it reaches the cylinder, it 
will pick it up in its mouth. Now, quickly fire off two 
shots at the cylinder, which will explode and bbw off 
the Alligator's head. 

After dispatching the alligator, run back to the end of 
the tunnel and activate the electric lock on the wall, 
which opens up the door. Enter the Garbage Room and 
pick up the hidden Ink Ribbon located on the right side 
of the room. Leave the room by the back ladder and 
reenter the Bridge Room 2F. Follow the metal walkway 
up to the small room with the corpse. Pick up the Eagle 
Medal and the Sewer Manager Diary, then exit to the 
Waterfall Room. You will need to use the Valve Handle 
to slow down the giant fan, so you can climb through 
the Ventilation Shaft. A bunch of bugs will try to attack 
you in the shaft, so run as fast as you can to the other 
side. Note: As you run through the Passage to Giant 
Fan again, the Spiders will be gone, but three Zombies 
will come to life and attack you. 

Stopping the Waterfall 

On the right side of the room, next to the waterfall, 
there is a Clearance Identification Device. Insert both 
the Wolf Medal and the Eagle Medal into the device to 
turn off the waterfall. The water will completely drain 
out of this sewage area, as well. You now have access 
to the Wooden Catwalk. 

There is nothing of interest here, so continue on to 
the Sky Tram Room 1. Walk over to the ride side of the 
Tram and activate the Power Console. This calls the 
Tram back and allows you to enter it through the doors 
on the left side. As you attempt to board the Tram, 
Sherry will appear and a cinema will take place. She will 
then accompany you. 

Vacant Factory B1 

Ride the Tram to Sky Tram Room 2. To your left is a 
Flare Gun, which you can activate with your Lighter. A 
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flare will launch, illuminating the room and revealing the 
location of the Weapon Box Key. Pick it up and then exit 
to the Y-Shaped Branch 1 room. 

There are four Zombies here, so be patient and 
walk slowly around the corners of the room. Walk to 
the end of the left branch and you will find the Spark 
Shot, The right branch contains a door leading to the 
second Y-Shaped Branch room. Four more Zombies are 
in here. At the end of this room's right branch, you can 
pick up two Green Herbs, At the end of the left branch, 
a ladder leads up to the Factory Save Room, This room 
is on the first floor of the Vacant Factory. 

Vacant Factory 1F 

In the back left corner of this save room you can get a 
case of Flame Rounds and a case of Grenade Rounds. 
A First Aid Spray is in the cabinet to the left of the door. 
Go ahead and save your game, because another Tyrant 
battle is coming up soon. 

Transport Room 1 

You can find a hidden box of Hand Gun Bullets next to 
the fallen barrels in the back of this area, A map to 
Factory area is also hanging on the wall to the left of the 
door. Grab it and then ride the elevator down to 
the lower level Walk along the metal walkway 
and enter the Engine Room. 

Engine Room 

Go to the back of this room and get the 
Control Panel Key from the top of the main 
control panel To the left of the key is a moni¬ 
tor control panel. If you turn on the monitor, 
you will see the Tyrant entering the room! 
However, if you leave the room without look¬ 
ing at the monitor, then you will skip the the¬ 
atrics but still run smack into him. As always, 
all it takes is a few Acid Rounds to end his 
charge. Search his body and you will be award¬ 
ed with a case of Acid Rounds. Now head 
back to the Factory Save Room and use the 
Control Panel Key on the control panel there. 

That will call back the Transport. 

Transport 

Activate the Transport Control Panel and the Transport 
will start to lower to Laboratory B4, Transport Room 2. 
You will then hear some disturbing sounds from out¬ 
side, so go ahead and exit through the door. As you 
walk around the Transport, the mutated form of William 
Birkin will make an appearance and attack you. The 
best weapon to use against him is probably the Flame 
Rounds or the Grenade Rounds. Be sure to always stay 
a safe distance from him, as his claws can do quite a 
bit of damage to you. As soon as you defeat him, reen¬ 
ter the Transport for another movie segment. The 
Transport will then stop due to overheating problems 
and arrive at Transport Room 3. 

Walk to the front of the Transport and dimb up to 
the ledge, Enter the ventilation shaft that you see in 
front of you. This will drop you into artother passage¬ 
way, Of course, in a strange ironic twist, the Transport 
will then start back up and carry Sherry to the lower lev¬ 
els of the Laboratory. 

Go on to the left and enter the Pump Room 1. You'll 
find an Item Box, a Green Herb, an elevator, and a 
strange-looking crate. Ride the elevator down to the 
lower area of the room, Here you1l find the P-Epsibn 
Report, a case of Flame Rounds, an Ink Ribbon, and a 
Typewriter. There is also another elevator down here 
that you need to take. 


Power Room 

As you enter the Power Room from the elevator, you 
will see two Lickers just waiting for you. Kill them and 
then go to the other end of the room. You need to acti¬ 
vate the elevator power switch. Once you've done so, 
return to Pump Room 1 and make your way back to the 
initial passageway where you landed. This time head to 
the right and take the large elevator up to Transport 
Room 2. This is the location where you would arrive if 
you were playing the A games. Warning: there are five 
skinless Zombies herel 

Laboratory B4 

SecuritY Room 

You can find a Green Herb at the top of the refrigerator, 
near the cot that Sherry is lying on. There is also a box 
of Hand Gun Bullets in the set of lockers at the far end 
of the room. To the left of the bckers, on the table, is a 
case of Flame Rounds. On the other side of the room 
you can find an fnk Ribbon beside the Typewriter. 

Exit the Security Room and head to the far left hall¬ 
way. It leads to the Main Shaft, which houses the main 
Breaker System for the whole building. Take the pas¬ 
sageway with the red“COlored guide lights and follow it 


into the Left Passage. You need to enter the door at the 
very end of this room. 

Tentacle Room 

You're now in the Tentacle Room, named for the tenta¬ 
cles protruding from the ventilation shaft. Fire a Flame 
Round into the shaft to exterminate the tentacles. Now 
look for a quiver of Bow Gun Bolts in the locker to the 
right of the door, and find the "Lab Security Manual" 
File next to the flickering computer monitor. You can 
use the computer to turn on the "Anti-B.O.W. Sprinkler 
System," which you should go ahead and do. You can 
find a Lab Card Key and the User Registration File on 
the couch to the left of the beds. Some Blue Herbs are 
growing at the side of the beds—you can use them as 
many times as you need, but you can't take them with 
you. There is nothing else useful here, so climb through 
the ventilation shaft where the tentacles were growing. 

Tentade Room 2 

Two Lickers are waiting for you in this room. If you time 
it right, it only takes one Flame Round to kill them both. 
Two cases of Grenade Rounds are in the metal closet 
to the back of the room. On your way out the door, grab 
the Ink Ribbon from the table. You will wind up back in 
the Left Passage. Follow it back to the Main Shaft 
Room and then take the passageway with the bluMoL 
ored lights. This leads to the Right Passage. Enter the 
Cold Room at the far back of this passage. 


Cold Room 

There is a Fuse Case on a small shelf in the back cor¬ 
ner of the room. Use it at the middle computer termi¬ 
nal, just to tile right of the shelf where you found it. ft 
will turn into the Main Fuse, which you can use on the 
Breaker System in the Main Shaft. Also, don't forget to 
grab the hidden First Aid Spray from the shelves oppo 
site the computer terminal. Now return to the Main 
Shaft to use the Main Fuse. This will restore power to 
several of the electronic doors in the building, one of 
which is located at the Left Passage. Go there now. 
Activate the shutter door by using the switch on' the 
wall next to it. Behind the door are two plant creatures, 
but you can easily kill them with the Flame Rounds. 
Continue on and enter the doorway leading to the 
Room with Ladder to B5. Kill the single plant creature 
here, and then come back inside to take care of two 
last plant creatures. Now go back outside and take the 
ladder down to Laboratory B5, Two Green Herbs are 
here if you need them. 

Laboratory B5 

Evacuation Gate Room 

When you enter the Evacuation Gate Room from the 
ladder, you will come face-to-face with three 
Lickers. One will drop down from the ceiling, so 
be prepared. Just be patient and let them have it 
with the Flame Rounds, Past the Lickers you will 
find three Green Herbs sitting on the floor in the 
wide part of the room. Pick them up, then go 
through the other open door to the Control 
Center. The Map to the Lab area is sitting on the 
far left of the main control panel, below the video 
screens. There is also an Item Box here if you 
need it. Continue on to the Area Outside Giant 
Moth Room and enter the big metal doors that 
lead to the P4 Laboratory. 

P4 Laboratory 

This is actually one really big room split up into 
three different sections. Since the doors 
between the sections run on motion sensors, the 
five skinless Zombies here can walk freely from section 
to section. Be careful! 

In the first part of the room, there is a locker that 
you can use the Weapon Locker Key on. You will be 
awarded with two cases of Grenade Rounds. Look for 
the Power Room Key in the big section of this room: it's 
shtning on the white table at the back area. This room 
has nothing else to offer, so go back out to the Area 
Outside Giant Moth Room. 

Giant Moth Room 

You will need to use the Lab Card Key on the security 
panel outside the entrance to gain access. Have your 
Flame Rounds ready, because there is a Giant Moth 
hanging on the wall at the back of the room. After ftm 
ishing it off, blast the nasty critters off of the nearby 
computer and use the user name "GUEST" to login. 
The computer will then register your fingerprint 
image. Head back outside and climb the ladder up to 
the Laboratory B4 level. As you walk past the bank of 
monitors in the Control Room, Annette will make 
another appearance and then run off to find Sherry. 
Also, as you go through the Evacuation Gate Room 
again, another Licker will drop down from the celling 
to surprise you. 

Back to Laboratory B4 

Make your way to the Right Passage and open the 
shutter door. This will reveal another door with a speoial 




























iingerprinl verification control panel next to it. If you 
have already activated this control pane! once as Leon, 
then do it again with Claire. The door will now open 
since It has two separate fingerprint scans. Inside you 
will find either a Sub Machine Gun or bullets for it, 
depending on whether you already have the Sub 
Machine Gun or not. 

Now use the Lab Card Key to enter the door to the 
immediate left of the shutter door, and make quick 
work of the two plant creatures. Turn on the light 
switch located at the left side of the room, next to the 
gas cylinders. A case of Grenade Rounds is in the back 
part of the room. 

Return to Pump Room 1 

Now it's time to return to Pump Room 1, so go back 
to Transport Room 2 and ride the elevator back down 
to the passageway. Once in Pump Room 1, you 
need to solve a quick puzzle. See that strange'look- 
ing crate? Push it onto the smaller elevator and ride 
down with it to the lower area of the room. Then 
push it along the small left path until it's flush against 
the back wall. Don't worry, there is no way to mess 
this up. Now climb on top of the crate and you'll be 
able to reach an area that you could not have 
reached before. Use the Power Room Key on this 
door to gain entry. 

Power Room 

As you walk Into this room, a cinema will take over 
showing Sherry and the Tyrant. In the end, the Tyrant 


will fall into a pool of lava located at the lower part of 
the Laboratory. The building's self-destruct system 
will also engage, so you will need to hustle back to 
the big elevator. Ride the elevator back up to 
Transport Room 2 and go to the Main Shaft. Annette 
and Sherry will be there, and you will be able to get 
the Master Key. 

After you have the Master Key make your way 
back to the elevator yei agasn and use the key on the 
other control panel, This will cause the elevator to fol¬ 
low a different route, taking you down to the Escape 
Train Room. 

Escape Train Room 

You will automatically start off in Train Car 1. so go to 
your left and enter Train Car 2. In the very back of this 
car you can find a Typewriter, an Item Box, an Ink 
Ribbon, and the Platform Key. Go ahead and save, then 
exit through the side door located in Train Car 1 . This 
takes you back out to the Escape Train Room. 

Use the Platform Key on the metal doors to your 
left and enter the Plug Room. There is another Item 
Box here if you need it. Go over the bridge to the other 
side of the room and activate the control panel You 
will now be able to get Joint S Plug and Joint N Plug, 
Grab them and go through the other door. 

Tyrant Room 

You will see a generator in this room, but it's missing 
the necessary plugs to operate. Use the plugs you 
just found on the control panel to redirect power to 


your Train, Unfortunately, this also triggers the 
Tyrant's appearance, so you will have to fight him for 
the final time. He is extremely fast and there is no 
easy way to dodge him. Just make sure you have a lot 
of health! 

Actually, there is one somewhat easy way to beat 
him. Shoot him with a couple of Acid Rounds, then run 
away from him. A mysterious woman will appear in the 
shadows and throw you a Rocket Launcher. Quickly 
grab it and fire at the Tyrant. One shot is all it takes, but 
be aware that you only have two rockets. After he Is 
destroyed for real, return to the Escape Train Room. 
Activate the control panel at the front end of the plat¬ 
form. This will open the gates that are currently block¬ 
ing the train's route. Now reboard the train and go to 
the Engine Car Control Room, 

Engine Car Control Room 

Power up the train by activating the big handle at the 
center of the main console. Some FMV segments will 
then take place and you will regain control of Claire. 
Proceed to Train Car 2 again and walk forward until the 
last boss appears, He is pretty gruesome and can 
cause you quite a bit of damage. As soon as you get a 
chance, let him have it with any weapons you have left. 
The Sub Machine Gun or Grenade Rounds work best. 
He actually Isn't that hard to beat. As soon as you've 
finished that disgusting creature off, go back to Train 
Car 1 to watch the final sequence to the game. Now do 
your favorite victory dance, because you have just fin¬ 
ished Claire's B game! 
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ou start Leon's "B” game on the right side of 
the wrecked police car Head to your right, 
pass the seven zombies, and go through the metal 
gate. You will find yourself at the back portion of the 
police station, where three zombies are waiting. Walk 
past them and gel the Cabin Key located In the small 
office to the right. Continue on to the left and use the 
Cabin Key on the left door. This gives you access to the 
Small Work Area, 

Small Work Area 

On the left table you'll find a box of Hand Gun Bullets, 
an ink Ribbon and a Typewriter, As you explore this 
area, you will hear some Zombies crashing through 
something, If you try to exit through the door you just 
came through, two Zombies wilt attack you during the 
loading screen. You won't be able to exit through that 
door even if you do kill the Zombies, so don't even 
bother opening it Just go through the opposite dcxjr, 
run past the six Zombies, and climb up the near¬ 
by stairway. You will wind up at the Helicopter 
Rooftop, where a movie segment will occur 

Helicopter Rooftop 

Just like tn the first game, you will need to extin¬ 
guish the burning helicopter Thus, your first task 
is to find the Valve Handle. Enter the metal 
doorway to the left of the helicopter and 
make your way through the Bird Hallway. 

Don't forget to pick up the Green Herb near 
the door you just came through. Eight 
birds are waiting for you near the end of 
the hallway, so be prepared. After you 
have killed them, search the body to find 
a box of Hand Gun Bullets. Go through 



the next door you see, which leads to the East 
Stairway 2F, and pick up the Green Herb. Now, head 
downstairs and enter the Fan Room. Two more Green 
Herbs are in here if you want to pick them up. 

fan Room 

Search the body on the ground for a box of Hand Gun 
Bullets, and get ready to kill five Zombies. You'll find 
the Valve Handle on the right side of the room, Another 
box of Hand Gun Bullets is in the left office, as well as 
another Green Herb (located behind the desk}. The 
safe is also in here, and it uses the same combination 
found in game A: 2236. Inside the safe is a case of 
Shotgun Shells and the map to the Police Station. Back 
out in the main part of the room you can find an Ink 
Ribbon on the desk underneath the first fan, 

That's it for this room right now, so go back to the 
staircase and make your way to the Bird Hallway. Don't 
go to the Helicopter Rooftop, though—^you need to find 
a better weapon first. Follow the Bird Hallway to 
its end and enter the Helicopter Hallway. Two 
Lickers are waiting here, so be prepared. Try 
to run to the first door you see without getting 
hurt. This door leads to the Waiting Room, 

Waiting Room 

Here you will find a Typewriter, an Ink Ribbon, 
a box of Hand Gun Bullets, the Secretary's 
Diary A, and an Item Box. Make sure you 
don't miss any of the items, and then go 
through the other door tn this room. 

Hallway 2F 

g This is the second floor hallway, home to five 
Zombies, Run to the ladder and lower it, then 


take on the Zombies. As soon as you kill them, run to 
the far end of the hallway and grab the Unicorn Medal 
off of the wall. Proceed back to the ladder and climb 
down into the main hall of the Police Station. 

Main Hail 

Use the Unicorn Medal on the big statue to receive the 
Precinct (Spade) Key. Then get the Shotgun and the Ink 
Ribbon from near the computer. Now it's time to extin¬ 
guish the flaming helicopter on the roof, so make your 
way back up there. 

Helicopter Rooftop 

Use the Valve Handle on the water pressure valve 
(located to the left of the door) to extinguish the fire. If 
you search the area of the helicopter near the steam, 
you'll find a case of Shotgun Shells. As soon as you try 
to reenter the Bird Hallway, a cinema will take place 
showing the Tyrant. He will drop down into the Bird 
Hallway, so you will need to run past him or try your 
best to kill him. If you do manage to put him down, 
search the body for a box of Hand Gun Bullets. Of 
course, like in any horror film, he's not actually dead 
and will show up later on in the game. 

Fallow the Bird Hallway to its end and enter the 
Helicopter Hallway. Continue forward, walk past the 
helicopter cockpit, and enter the right door (As you do 
this, a brief cinema will occur and you will hear scream¬ 
ing from behind the blocked door), This is the Red 
Jewels Statue Room. 

Red Jewels Statue Room 

You can't solve this puzzle right now (because you 
don't have the two Red Jewels), so just grab the Blue 
Card Key that's laying near the left statue. A Lieker will 
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drop down through the skylight as you attempt to leave 
the room, so make quick work of him. You can easily 
kill him with two Shotgun blasts, A case of Shotgun 
Shells is located near the left wooden boxes, 

Now go all the way back to the Main Hall. Use the 
Blue Card Key on the computer, which will open the 

two locked side doors on that floor and the double 
doors on the second floor. Enter the first door located 
to the left of the main entrance (Reception Area 1}. 

Reception Area 1 

You will find three Zombies here as well as the Police 
Memorandum (which shows the safe combination}. 
Use the Small Key on the locked drawer at the back 
corner of the room and you will find a case of Shotgun 
Shells, Now exit through the back door and make your 
way through the Circuit Box Hall 1. A Green Herb is at 
the end of this hallway but go ahead and enter the first 
door using the Precinct (Spade) Key. This is the Messy 
File Room, 


Sliding Statue Room 

After you are done here, exit and walk up the nearby 
staircase. Follow the hallway until you see a room with 
three statues in it To solve this simple puzzle, just push 
the right gray statue on top of the left pressure plate, 
and the left brown statue on top of the fight pressure 

plate. A distinct "clicking" sound will let you know 
when the statues are in position. When both of the lit¬ 
tle statues are positioned correctly, the center statue 
will drop a fist-sized Red Jewel. Grab it and exit 
through the nearby door. 

Hallway to the S.TAR.S. Office 

Walk down the hallway and enter the S.T.A.R.S. Office, 
which is the first door you will see. Walk over to Chns's 
desk and get Chris's Diary. There is also a Magnum in 
the metal locker at The left side of the door. 

Reception Area 3 

Continue forward and go through the next door. You 
will enter the Reception Area 3, where Sherry is. She 



Messy File Room 

You can find a Patrol Report to the left of the copy 
machine. In the cabinet to The right of the door lies an 
Ink Ribbon, Just like in game A, push the stepladder up 
against the back cabinet. This time, a First Aid Spray 
will be on top instead of the Crank, Now exit this room 
and follow the hallway to the next door. 


Hallway with Boarded Windows 

As you travel through this next hallway, two Zombies 
will bust through the windows. Make quick work of 
them and then enter the double doors. You are now in 
the Briefing Room. The Operation Report 1 is on the 
table to The right of the podium. Go to the back area of 
the room and use your lighter on the fireplace to get 
the first of the two Red Jewels. There is also a box of 
Hand Gun Bullets at the back right corner of this room. 

Now it's time to go back out to the boarded-up hall¬ 
way and follow it into the next area, which contains a 
staircase. Grab the two Green Herbs sitting in 
front of the door to the Dark Room, then 
enter the door, (The door is directly par¬ 
allel to the staircase.) 


Dark Room 

Inside the Dark Room you'll 
find an ink Ribbon sitting to 
the left of the Typewriter. 

The Operation Report 2 is 
right behind the Typewriter 
You can also use the 
section of this room to 
develop any roils of film 
you find. There is a 
metal locker to the left 
of the door, which 
contains a costume 
change and anoth¬ 
er secret weapon. 

To get the key to 
the locker, how¬ 
ever, you must 
get a high 
grade when 
playing though 
either Claire's or 
Leon's B game. Check 
out last issue's RE2 strategy 
guide (March 1998) to get 
the full explanation. 
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will run away from you and you will automatically fol¬ 
low her. You'll find the Preanct (Diamond) Key near the 
opening she crawls through. Also grab the case of 
Shotgun Shells near the open closet. As you enter the 
main pan of the room again, another cinema will take 
place and Claire will show up. After the sequence 
ends, go through the other door in the room to the 
Library, Note: There is a locked drawer here that you 
can't open right now, so you will have to come back to 
this room later. 


Library 

Walk up the staircase, following the balcony around to 
the left. You will eventually fall through the balcony to 
the floor below. Here you will find two things: a box on 
the wall, and a Power Switch that will open a secret 
pathway back to the main area of the room. Walk 
through the pathway and activate the panel on the left¬ 
most bookcase. This allows you to move the bookcase 
to the left or to the nght. Move it and the next book¬ 
case over to the right. The box on The wall in the 
secret area will open and reveal the Bishop Rug. 
Go grab it, then exit through the big main doors 
on the other side of the room. 

Run all the way across the 
Main Hallway Ledge 2F and go 
back to the Red Jewel Statues 
Room. You now have both Red 
Jewels, so use them on the two 
side statues to get the King Plug. 
After making sure that you 
have the Precinct (Diamond) 
Key on your person, travel 
back to the West (left) side of 
the building and go down 
the staircase to the first 
floor. Walk to the back of 
the fight hallway (not the 
one with the Dark Room in 
it) and enter the Locker 
Room, Note: When you 
arrive at the bottom of the 
stairs, five Zombies will 
be waiting for you. 


Locker Room 

You can find a case of Shotgun Shells in a 
locker facing the door you came through. 
On the other side of the wall of lockers 
is a drawer with the Film B inside. 


Room With Lots of Desks 

Exit through the other door, to get to the Room With 
Lots of Desks. Four Zombies are staggering around 
here, so be ready with your gun. Pick up the nearby 
Green Herb, then grab the Precinct (Heart) Key off the 
desk in the office area. On the other side of the room, 
on the desk in front of the two big lockerS; you can get 
the "Memo to Leon" File. You can find the second 
Smell Key on the counter to the right of the locker This 
small key will open the drawer in Reception Area 3, 
which contains the Hand Gun Parts. Combine these 
with the Hand Gun to upgrade your weapon! A box of 
Hand Gun Bullets is also in one of those two lockers. 
That's it for this room, so exit to the Main Hail using the 
front door. Note: Once you exit to the Main Hall, the 
front door will remain unlocked so you can come and 
go freely. 

Brown Boarded-Up Hallway 

Now go through the front right door, which leads to 
Reception Area 2. Be ready for the six Zombies on the 
other side of the door. Pick up ^e Green Herb to the 
left of the vending machines and go through the door 
at the far back of the room. This takes you to the 
Brown Boarded-Up Hallway, where there is a Red 
Herb. Follow the hallway to the very end and enter the 
back door on the right side. This is the Interrogation 
View Room. As you walk foAA/ard from the door, a 
Linker will drop down from the ceiling. As usual, a cou¬ 
ple of Shotgun Rounds will end its life. Unfortunately, 
the only thing useful in this room is a box of Hand Gun 
Bullets located on the wooden shelves, 

Interrogation Room 

Go back out to the hallway and enter the gray door 
located to your right. The Precinct (Diamond) Key will 
unlock thrs door. Inside is a First Aid Spray and the 
Rook Plug. Be careful! As soon as you pick up the 
First A]d Spray, a Ucker will burst through the two- 
way mirror and land in front of you. Try to run past 
him, if you can. 

Now it's time to head for the first section of the 
basement level. Leave this area and reenter the Fan 
Room, but be prepared for the four Zombies that are 
waiting for you. This time, exit through the back locked 
door. You'll need the Precinct (Heart) Key to unlock it. 
You are now in the Circuit Box Hall 2, The five Zombies 
in here would just love a taste of some buckshot, so let 
'em have it. Then pick up the Green Herb and head 
downstairs to Police Station B1. 

Police Station B1 

Go through this Main Tunnel to the "T" intersection 
and kill the five Zombies. The best strategy is to keep 
all the Zombies in front of you at all times. After clear¬ 
ing them away, head right and go Through the big doors 
into the Power Room, 

Power Room 

A Green Herb is on your immediate left and a box of 
Fland Gun Bullets on your right. Run around the center 
machinery and pick up the Map to Police Station B1, 
Then walk over to the Reserve Power Control Panel 
and set the switches to the following positions: Up, 
Down, Up, Down, Up. This will power up the card read¬ 
er outside of the Armory, 

Leave and go through the dirty-looking metal door 
to the Outer Path. You'll find a Red Herb sitting on the 
ground a few steps from the door. When you walk for¬ 
ward along the path, you'll be jumped by two more 
dogs, one from behind you and one from the front. The 
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best thing to do is to run to the end of the path and 
diiTtb down the manhole. When you climb back up to 
this room on your way out, both of the dogs will be in 
front of you and you can shoot them more easily. 

Under Construction Passageway 

The manhole leads to the Under Construction Pas^ 
sageway. Enter the dcx)r to the left and save your 
game. There is nothing else to do in this section as 
Leon, If you were pfaying as Claire, you would have to 
spend a bit more time down here. Go ahead and return 
to the Main Tunnel of Police Station B1. 

Return to Police Station B1 

Now it's time to enter the Parking Garage at the oppo¬ 
site end of the Main Tunnel When you first enter this 
room, you will meet Ada Wong. After the brief movie 
sequence occurs, help her push the S,W.A,T van out 
of the way. You can now access the Cell Block 
Entrance Hallway. 

Cell Block Entrance Hallway 

At the end of this hall, just in front of the metal gate, 
is a table with a roll of film sitting on it. Go on through 
the metal gate now, into the actual Cell Block. You wifi 
find a Green Herb and a Blue Herb in the first empty 
ceil. Talk to Ben in the last cell. Outside his cell is a 
shelf with a Manhole Opener on it Grab it and enter 
the other door located in the Cell Block Entrance 
Hallway. This leads to the Kennel. When you walk past 
the locked-up dogs and pick up the Red Herb at the 
end of the hall, the dogs will break loose and come 
after you. To avoid getting stuck in a dangerous situa¬ 
tion, shoot the second dog through its cage before 
you get the Herb, Just don't kill the dog in the first cell 
yet After you pick up the Herb, he will bust free. Kill 
him, then go into his cell to find a Blue Herb. Lastly, 
use the Manhole Opener on the manhole cover to get 
access to the sewers. 

Sewage Disposal 

After you climb down the ladder, run past the two 
Giant Spiders that hang out in this tunnel. You can 
shoot them if you want, but try to save your ammo. 
Climb up the stairs at the end of the tunnel and enter 
the Storeroom L, located to the left of the Hallway. 
Here you1l find a Blue Herb, an Item Box, an Ink 
Ribbon, and a Typewriter. Go ahead and save your 
game. Exit and take the big metal door to the left of the 
storeroom. Now exit this room and you should run 
across Ada again. You will lift her up to a ventilation 
shaft, and she will crawl through to the Cesspool room. 
You wilt then take control of her. The moment you land 
in the Cesspool, you will see Sherry running off. She 
will accidently drop her necklace, which contains a vial 
of the G-Virus. 

Catwalk 

Exit the Cesspool room to the Catwalk. There are four 
Zombies here, but you should be able to run past them 
if you are careful, Enter the door on the left, which 
lakes you to the Crate Puzzle room. 

Crate Puzzle Room 

Walk down the stairs to the empty pool area, where 
you will find three wooden crates. Push the left sfngle 
crate against the back wall. Next, climb over the two 
crates to the right and push the center one flush 
against the side of the left one. Now climb back over 
the crates and push the final right crate against the 
wall. All three crates should be in a straight line. Climb 


back up to the stairs and activate the sewage control 
panel, which will flood the pool area. The crates will 
then rise, creating a bridge to the other section of the 
room. Find the Precinct (Club) Key, then exit the room. 
Don't forget to pick up the map on the way out. Ifs 
hanging on the wall near the door 

Go back out to the Catwalk and run straight 
ahead to the open doorway. Ride the elevator down 
to the Dead-End and grab the case of Shotgun 
Shells lying on the floor. Then ride the elevator back 
up to the Catwalk and return to the Cesspool 
room. After the movie sequence concludes, 
you will be in control of Leon once again. 

The area blocked by the helicopter in the 
Helicopter Hallway will be accessible 
because of Claire's heip. That's it tor this sec¬ 
tion right now, so go ahead and return to the i 
Main Tunnel of Police Station B1. You wil 
need to pick up the Shotgun Shells and the 
Precinct (Club) Key before you go, though. 

Return to Main Tunnel 
of Police Station B1 

Two dogs are waiting for you in the 
Garage, so be careful as you run through it. 

You will also have to deal with two more 
Zombies are in the Main Tunnel, After you 
have disposed of them, use the Precinct 
[Club) Key to enter the Autopsy Room. 

There is a Red Card Key in a locker to the far 
left of the room. Just be careful—as soon 
as you enter the room, two Lickers will drop 
down and attack you! Hopefully you have 
some spare Add Rounds, because There 
is no easy way to evade them. Now that 
you have the Red Card Key and have 
hopefully survived, go to the Armory. 

Take the door with the Card Reader to the side of it 

Armory 

When you first enter the room, you will see some 
Magnum Bullets and a box of Hand Gun Bullets on the 
left. Past them is another box of Hard Gun Bullets. A 
Sub Machine Gun and a Side Pack are both in the left 
locker at the end of the room. These items are both 
extremely handy Make sure to pick up everything. 
Then head back up the stairs to the Circuit Box Hail 2. 

Return to Police Station 

Now you need to use the Precinct {Club} Key to enter 
the door behind the stairs. Inside are some living 
quarters. In the back sleeping area you'll find some 
Magnum Bullets and the Watchman's Diary. A case 
of Shotgun Bullets is In the lockers at the front area 
of the room. 

Go ahead and exit the room, then make your way 
to the Brown Boarded-Up Hallway again (where the 
interrogation rooms are). Use the Precinct (Club) Key to 
enter the green door at the back of the hallway. You've 
made it to the Press Room, 

Press Room 

Walk to the back area of the room where the furnace 
is. Ignite the furnace with the Lighter and then turn on 
The three wall statues in this order: 12,13,11. Once all 
three statues have been lit in the proper order, a 
Golden Cogwheel will drop from the wall painting. Be 
prepared—once you walk over to get the Cogwheel, 
the Tyrant will bust Through the wall and attack you. 
Have your Acid Rounds ready and hit him with four of 
them. If you try to run away from him and exit the 


room, he will bust through another wall to try and get 
you. In fact, even if you do kill him in this room, he will 
still bust through the other wall and attack you in the 
Brown Boarded-Up Hallway. You should only try to kill 
him both times if you have a decent supply of ammo. 

Search his body and you will get another box of 
Hand Gun Bullets. If you've put him down 
twice, you'll get a case of Shotgun Shells. 
Now it's off to the Helicopter Hallway, which 
is located on the second floor. 
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Back to Heficopter Hallway 

Remember the room that was previ- 
ously blocked by the helicopter 
wreckage? Well Claire has blown 
that away so you now have access to 
Chief Irons' Office. In the office, pack 
up the Chiefs Diary and exit through 
the second door in the room. You will 
find yourself in a long hallway, so fol¬ 
low it to the end and enter the Art 
Display Room. 


Art Display Room 

In the back area of this room you can find 
the Crank. It's in the chest located to the 
left of the fireplace. The Secretary's Diary 
B is on the right side of the firepbce. 
After grabbing these items, you need to 
go TO the Gear Room, which is located 
on the third floor of the Police Station. As 
you run through the Hallway from Irons' 
Office, the Tyrant will appear once again. 
Put him down and you will be awarded 
with some Magnum Bullets. 


Gear Room 

Go to the second floor library, which can be easily 
accessed if you take the ladder from the Main Hall. 
Watch out for the Licker here. Climb up the library stair¬ 
case and enter the room at the top. This takes you to 
the Main Hallway Ledge 3F, where the entrance to the 
Gear Room is located. Go ahead into the Gear Room 
and use the Crank on the square opening in the back 
wall. This will lower a wooden staircase that you can 
take to the attic area. Use the Golden Cogwheel on the 
machinery there and a door will open up to the right of 
you. You will find the Knight Plug there, as well as an 
old dust chute. 

Slide down the chute, which takes you back to the 
Cell Block Entrance Hallway. A cinema concerning Ben 
will then occur After it ends, proceed to the Cell Block 
and get the Mail to the Chief from him. That's it for the 
Police Station, so proceed back to the Kennel and exit 
through the manhole. Remember the H-Shaped 
Room, the one you entered and then exited to meet up 
with Ada? Go there now, but be sure to have saved 
your game. You wil! have to fight a mutated form of 
William Birkln when you get there, 

H-Shaped Room 

As you enter this room, William Birkin will appear and 
attack you with his pipe. The best thing to do is to run 
over to the left corner, because the overhead pipes will 
protect you from a majority of his attacks. Keep hitting 
him with the Shotgun and he will eventually fall over 
the edge. 

After the fight, walk over to the control panel on the 
other side of the room and insert the four Chess plugs 
you have gathered. This will unlock the door leading to 
the Stairs to Sewer B1. Ada will drop down from the 
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ceiling and then accompany you. Go through the big 
metal doorway and make your way to Control Room 2. 

Control Room 2 

You will find the Sewer Manager Fax on the large table. 
From the lockers to the left of the elevator you can get 
a First Aid Spray, An Ink Ribbon is also ne)ft to the 
Typewriter. Once you have everything the room has to 
offer, push the lockers on the left wall. They will move 
out of the way to reveal a secret door. Open it and 
climb down the ladder to the Secret Warehouse. 

Secret Warehouse 

Since this room is pitch-black, the first thing you need 
to do is illuminate it Walk to your right until you can see 
the first lantern. Light it with your lighter and you 
should be able to see a sparkling item on the left shelf. 
Grab it then follow the shelf around to the other side 
of the room. Another lantern ts on the far left, so light 
that one now. A case of Shotgun Shells is on the right 
side of this light, on the metal shelves. That's it for this 
room, so climb back up the ladder and ride the eleva¬ 
tor down to the Elevator Hallway, 

A cinema concerning Annette Birkin will occur, and 
afterward you will be in control of Ada again, Follow 
Annette into the Passage to Giant Fan. 

Passage to Giant Fan 

Two giant spiders are crawling around here, so be 
extremely careful. They are quite fast and can spit 
venom at you. Walk left to the ladder and climb up into 
the Bug-Infested Fan Tunnel, You will need to run as 
fast as you can through this tunnel or the bugs will 
swarm and attack you. On the other side is the Bridge 
Room 2R Walk forward and another cinema concern¬ 
ing Annette will occur. After It ends, continue walking 
forward and climb down the ladder leading to the 
Garbage Room. You will then regain control of Leon. 

Run through the Elevator Hallway and head to the 
Passage to Giant Fan. Go to the left, past the ladder, to 
the other ledge. Note: You won't be able to enter the 
Bug-Infested Fan Tunnel because the ventilation fan is 
spinning too fast. Pick up the third Small Key and the 
Wolf Medal, then do your best to kill those spiders. 
Remember that other elevator in the Elevator Hallway? 
Well, that's the way that Claire comes down when you 
play as her Go ahead and ride that elevator up to the 
other Control Room. 

Control Room 1 

A box of Hand Gun Bullets is on the large table, and an 
Ink Ribbon is next to the Typewriter. Once you have 
everything the room has to offer, use the Small Key to 
gain entrance to the lower Warehouse Room. 

Warehouse Room 

You can get some Magnum Bullets and a case of 
Shotgun Bullets down here, and you might want to go 
ahead and dispatch the Zombie as well, You will notice 
that there is another door in this room, but it doesn't 
lead anywhere useful. Climb up the ladder and ride the 
elevator back down to the Elevator Hallway, Keep 
going until you reach the Passage to Giant Fan again. 
This time, however, go to your right and then make a 
left through the metal door. 

Waterfall Room 

You will now be in the Waterfall Room, which contains 
two more giant spiders. Use the Magnum on them if 
you have it. Otherwise, run past them and quickly 



climb up the ledge to the next room, which is the 
Bridge Room FI. If you happened to get poisoned, use 
the Blue Herbs here to cure you. They are unlimited, so 
you don't have to worry about wasting them. 

Walk over to the Oil Pressure Data Transmitter and 
use the Valve Handle on it to lower the bridge. Walk 
across the bridge and pick up the two Green Herbs. 
You1l also find a case of Shotgun Shells and an Ink 
Ribbon near the Typewriter. Before you leave the room 
to go to the Alligator Tunnel, use the Valve Handle on 
the other Oil Pressure Data Transmitter to raise the 
bridge back up to the higher level. 

Alligator Tunnel 

Once you're in the Alligator Tunnel, run forward to the 
end. A Giant Alligator will leap out of the water and 
attack you. Don't worry though, it's a piece of cake to 
beat him. Run back towards the door you came 
through and find the control panel on the left side of 
the tunnel. Activate it and a gas cylinder will drop to the 
ground. Take a few steps back, then wait for the 
Alligator, When it reaches the cylinder, it will pick it up 
in its mouth. Quickly fire off two shots at the cylinder, 
which will explode and blow off the Alligator's head. 

After that, run back to the end of the tunnel and 
activate the electric lock on the wall, which opens up 
the door. Enter the Garbage Room and pick up the hid¬ 
den Ink Ribbon, located on the right side of the room. 
Watch the cinema, then follow the melal walkway up 
to the small room with the corpse. Pick up the Eagle 
Medal and the "Sewer Manager Diary," then exit to 
the Waterfall Room. You will need to use the Valve 
Handle to slow down the giant fan. Climb through the 
Ventilation Shaft to the other side and head back to the 
Waterfall Room, 

Stopping the Waterfall 

A Clearance Identification Device is on the right side of 
the room, next to the waterfall. Insert both the Wolf 
Medal and the Eagle Medal into the device to stop the 
waterfall. The water will completely drain out of the 
sewage area, as well. You now have access to the 
Wooden Catwalk. 

There is nothing of interest here, so continue on to 
the Sky Tram Room 1. Walk over to the ride side of the 
Tram and activate the Power Console. This calls the 
Tram back and allows you to enter it through the doors 
on the left side. As you ride the Tram to the next area, 
the Tyrant will attack you by punching through the ceil¬ 
ing. Dodge its claws and keep shooting until it goes 
away. You will then arrive at the Vacant Factory. 

Vacant Factory B1 

To your left is a Flare Gun, which you can activate 
with your Lighter. The gun launches a flare that illu¬ 
minates the room, revealing the location of the 
Weapon Box Key. Pick it up, then exit to the room 
titled Y-Shaped Branch 1, 

Four Zombies are staggering around here, so be 
patient and walk slowly around the corners of the 
room. Walk to the end of left branch and you will find 
the Shotgun Parts, (Combine these with the Shotgun 
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to form a more powerful weapon.) Tlie right branch 
contains a door leading to the second Y-Shaped Branch 
room. Four more Zombies are in here. At the end of 
this room's right branch, you can pick up a Green Herb 
and a Blue Herb. At the end of the left branch, a ladder 
leads up to the Factory Save Room, This room is locat¬ 
ed on the first floor of the Vacant Factory. 

Vacant Factory IF 

A case of Shotgun Shells and some Magnum Bullets 
are in the back left corner of this save room. You can 
find a First Aid Spray can in the cabinet to the left of the 
door, and an Ink Ribbon is next to the Typewriter. Go 
ahead and save your game, then exit the room. 

Transport Room 1 

Look for a hidden box of Hand Gun Bullets in the back 
of this area next to the fallen barrels. A map to the 
Factory area is hanging on the wall to the left of the 
door. Grab it, then ride the elevator down to the lower 
level. Walk along the metal walkway and enter the 
Engine Room, 

Engine Room 

Go to the back of this room and get the Control Panel 
Key from the top of the main control panel. To the left 
of the key is a monitor control paneL If you turn on the 
monitor, you will see the Tyrant entering the room! If 
you leave the room without looking at the monitor, you 
will skip the theatrics but still have to deal with him. As 
always, all it takes is a few Acid Rounds to end his 
charge. Search his t>ody this time and you will be 
awarded with a case of Shotgun Shells, Now head 
back to the Factory Save Room and use the Control 
Panel Key on the control panel. Doing so will call back 
the Transport. 

Transport 

When you activate the Transport Control Panel, the 
Transport will start to lower to Laboratory B4, Transport 
Room 2, On your way down, Ada will be attacked and 
you will have to go outside the moving Transport to see 
what's there. As you walk around the Transport, the 
mutated form of William Birkin will make an appear¬ 
ance and attack you. The best weapon to use against 
him is probably the Custom Shotgun or the Magnum. 
Always stay a safe distance from him, as his claws can 
really mess you up. As soon as you defeat him, reen¬ 
ter the Transport for another movie segment. The 
Transport will then stop due to overheating problems 
and arrive at Transport Room 3. 

Walk to the front of the Transport and climb up to 
the ledge there. Enter the ventilation shaft that you 
see in front of you. This will drop you Into another 
passageway. As you might expect, the Transport will 
then start back up and carry Ada to the lower levels 
of the Laboratory, 

Go to the left and enter the Pump Room 1, You'll 
find an Item Box, a Green Herb, an elevator, and a 
strange-looking crate, Ride the elevator down to the 
lower area of the room and you'll find the P-Epsilon 
Report, a case of Shotgun Shells, an Ink Ribbon, and a 
Typewriter. There is also another elevator down here 
that you need to take. 

Elevator Switch Room 

As you enter the Elevator Switch Room from the ele¬ 
vator, you will see two Uckers waiting for you. Kill them 
and then go to the other end of the room. You need to 
activate the elevator power switch. Once that's taken 
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care of, return to Pump Room 1 and make your way 
back to the passageway where you initially landed. 
This time, head to the left and take the large elevator 
up to Transport Room 2. This is the location where you 
would arrive if you were playing the A games. Watch 
out for the five skinless Zombies here I 

Laboratoiy B4 

Head to the far left hallway. It leads to the Main Shaft, 
which houses the main Breaker System for the whole 
building. Take the passageway with the red-colored 
guide lights and follow it into the Left Passage, You 
need to enter the door at the very end of this room. 

Tentacle Room 

Inside is the Tentacle Room, so named because of 
the tentacles that protrude from the ventilation 
shaft. Get the Flamethrower from the metal closet 
and use it on the tentacles. The "Lab Security 
Manual" File lies to the right of the flickering com¬ 
puter monitor Grab it, then use the computer to turn 
on the '"Anti-B.O.W. Sprinkler System." This will 
weaken some of the creatures in the complex. Now 
find the Lab Card Key and the User Registration File 
on the couch to the left of the beds. There are also 
some Blue Herbs at the side of the beds. You can 
use them as many times as you need, but you can't 
take them with you. There is nothing else useful 
here, so climb through the ventilation shaft where 
the tentacles were earlier growing. 

Tentacle Room 2 

When you jump down into this room from the ventila¬ 
tion shaft, you will be greeted by two Lickers. Fill them 
with lead from your Magnum. Now grab the two cases 
of Shotgun Bullets from the metal closet in the back of 
the room. On your way out the door, grab the Ink 
Ribbon on the table. You will wind up in the Left 
Passage again, Follow it back to the Main Shaft Room, 
then take the passageway with the blue-colored lights. 
This leads to the Right Passage. Enter the Cold Room 
at the far back of this passage. 

Cold Room 

Find the Fuse Case on a small shelf in the back corner 
of the room, Use it at the middle computer terminal, 
just to the right of the shelf where you found it. It will 
turn into the Main Fuse, which you can use on the 
Breaker System in the Main Shaft. Head back, to the 
Main Shaft, but don't forget to grab the hidden First Aid 
Spray from the shelves opposite the computer termi¬ 
nal. Using the Main Fuse on the Breaker System will 
restore power to several of the electronic doors in the 
building. One of these doors is located at the Left 
Passage, so go there now. Activate the shutter door by 
using the switch on the wall next to it. Two plant crea¬ 
tures are behind the door, which you can easily kill with 
the Flame Rounds. Another doorway leads to the 
Room with ladder to B5. Head through that doorway, 
killing the single plant creature on your way, then come 
back inside to take care of two last plant creatures. 
Now go back outside and take the ladder down to 
Laboratory B5. There are two Green Herbs here if you 
need them. 

Laboratory B5 

Evacuation Gate Room 

When you enter the Evacuation Gate Room from the 
ladder, you will come face-to-face with three Lickers. 
Watch out for the one that drops down from the ceil- 



ing. Be patient and let Them have it with the Flame 
Rounds. Past the Lickers you will find three Green 
Herbs sitting on the floor in the wide part of the 
room. Pick them up, then go through the other open 
door to the Control Center, The Map to the Lab Area 
is sitting on the far left of the main control panel 
below the video screens. There is also an Item Box 
here if you need it. Continue on to the Area Outside 
Giant Moth Room and enter the big metal doors that 
lead to the P-4 Laboratory. 

P-4 Laboratory 

This is actually one really big room split up into three 
different sections. Be careful—since the doors 
between the sections run on motion sensors, the five 
skinless Zombies here can walk freely from section to 
section. In the first small part of the room, you'll find a 
locker that you can use the Weapon Locker Key on. 
You will be awarded with the Magnum Parts. Look for 
the Power Room Key in the big section of this room, 
which is shining on the white table at the back area. 
That's it for this room, so return to the Area Outside 
Giant Moth Room. 

Giant Moth Room 

You will need to use the Lab Card 
Key on the security panel outside the 
entrance to access this room. Have 
your Flame Rounds ready, because 
there is a Giant Moth hanging on the ^ 
wall at the back of the room. After fin- L 

ishing it off, blast the nasty critters off of 
the nearby computer and use the user name "GUEST 
to login. The computer will then register your finger¬ 
print image. Head back outside and climb the outside 
ladder up to the Laboratory B4 level. As you go through 
the Evacuation Gate Room again, another Linker will 
drop down from the ceiling to surprise you. 

Back to Laboratory B4 

Make your way to the Right Passage and open the 
shutter door. This will reveal another door with a spe¬ 
cial fingerprint verification control panel next to it If you 
have already activated this control panel once as Claire, 
then do it again with Leon. The door will now open 
since it has two separate fingerprint scans. Inside you 
will find either a Sub Machine Gun or bullets for it, 
depending on whether you already have the Sub 
Machine Gun or not. 

Now use the Lab Card Key to enter the door to the 
immediate left of the shutter door,, and make quick 
work of the two plant creatures inside. Next, turn on 
the light switch at the left side of the room, next to the 
gas cylinders. Some Magnum Bullets are in the back 
part of the room. 

Return to Pump Room 1 

Now it's time to return to Pump Room t, so go back to 
the B1 Passageway and ride the elevator back down. 
Annette will appear as you walk through the 
Passageway, as will the Tyrant. Put him down with a 
couple blasts from your Shotgun, then get some 
Magnum Bullets off of his body. 

When you reenter Pump Room 1, you'll need to 
solve a quick puzzle. See that strange looking-crate? 
Push it onto the smaller elevator and ride with it down 
to the lower area of the room. Then push it along the 
small left path until it's flush against the back wall. You 
can't mess this up, so don't worry. Now climb on top 
of the crate, which will enable you to reach an area you 


could not have reached before. Use the Power Room 
Key on this door to gain entry. 

Power Room 2 

As you walk into this room, a cinema will take over 
showing Ada and the Tyrant. In the end, the Tyrant will 
fall into a pool of lava located at the lower part of the 
Laboratory. The building's self-destruct system will also 
engage, so you will need to hustle back to the big ele¬ 
vator. Don't forget to grab the Master Key off the floor. 
Ride the elevator back up to Transport Room 2 and 
enter the Security Office. 

A cinema will then occur of you carrying Sherry to 
the elevator. After it ends, use the Master Key on the 
other control panel. This will cause the elevator to fol¬ 
low a different route, taking you down to the Escape 
Train Room. 

Escape Train Room 

You will automatically start off In Train Car 1, so go to 
your left and enter Train Car 2. In the very back of this 
car you c^n find a Typewriter, an Item Box, an Ink 
Ribbon, and the Platform Key. Go ahead and 
save, then exit through the side door located in 
Train Car 1. This takes you back out to The 
. Escape Train Room. 

Use the Platform Key on the 
metal doors to your left and enter the 
Plug Room. There is another Item 
Box here if you need It, Cross the 
bridge to the other side of the 
room and activate the control 
panel. You will now be able to get the Joint S Plug and 
Joint N Plug. Grab them and go through the other door 
In that area. 

Tyrant Room 

You will see a generator in this room, but it is missing 
the necessary plugs to operate. Use the plugs that you 
found on the control panel and power will be redirect¬ 
ed to your Train, Unfortunately, this also triggers the 
Tyrant's appearance, so you will now have to fight him 
for the final time. He is extremely fast, and there is no 
real easy way to dodge him. Just make sure you have 
a lot of health. 

The best strategy is to shoot him with a couple of 
Shotgun Shells, then run away from him. A helpful 
woman will eventually emerge from the shadows and 
throw you a Rocket Launcher. Quickly grab it and fire 
at the Tyrant. One shot is all it takes, but just remem¬ 
ber you only have two rockets. After you have 
destroyed him for real, return to the Escape Train 
Room and acbvate the control panel at the front end of 
the platform. This will open the gates that are current¬ 
ly blocking the train's route. Now reboard the train and 
go to the Engine Car Control Room. 

Engine Car Control Room 

Power up the train by activating the big handle at the 
center of the main console. Some FMV segments will 
then take place, and you will regain control of Leon. 
Proceed to Train Car 2 again and walk foAvard until the 
last boss appears. This monstrosity can cause you 
quite a bit of damage. As soon as you get a chance, let 
him have it with any weapons you have left—the 
Magnum and the Modified Shotgun work best. This 
thing is actually not that difficult to take out. As soon as 
you have finished it off, go back to Train Car 1 and 
watch the final sequence to the game. That's all folks— 
you have just finished Leon's B game! 
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WEAPONS _ 

LB=Found in Leon's "B" game. 

CBzFound in Claire's "B" game. 

Custom Hand Gun 

H&K VP70 Burst, 
VP70 with a stock 
holster. Capable of 
firing three round 
auto bursts. 




Custom Magnum 

D.E,50A,E. 10 inch. 
10 inch barrel is put 
on to D.E.50A.E, It 
can fire the rounds 
more powerfully. 


*You get the Custom Magnum by combining the 
Magnum and the Magnum Parts. 


*You get the Custom Hand Gun by combining the 
Hand Gun and the Hand Gun Parts. 


Shotgun 

Remington Ml 100- 
P. Uses 12 gauge 
rounds. Smaller than 
3 standard Ml 100 
because its barrel 
is cut. 

LB: City Area [Part 1), Room 2, Police Station 2E Room 3 



Custom Shotgun 

Remington Ml 100. 
Ml 100 full size 
semi-automatic. 
The longer barrel 
results in more con¬ 
centrated blasts. 
*You get the Custom Shotgun by combining the 
Shotgun and the Shotgun Parts 




Knife 

A combat knife. It is 
useful,,. 



Magnum 

Desert Eagle 50A.E. 
A high“Caliber mag¬ 
num pistoL It uses 
powerful DOT&OA. 
E. rounds, Made by 
IML Israel. 

LB: Police Station 
IR Room 13 


Sub Machine Gun 

MAC11, Manu¬ 
factured by Military 
Armament Corp. Its 
ammunition is DOT 
380 rounds. 

LBr Police Station BT Room 8 
CB: Police Station B1, Room 8 




Hand Gun 

H&K VP70, Manu¬ 
factured by H&K, 
Germany. Standard 
gun uses 9mm 
parabelum rounds. 
*You start w/fh the 
Hand Gun 



Bow Gun 

A powerful bow 
gun primarilv used 
to hunt large game. 
CB: City Area (Part 
1 ), Room 2 


B Grenade Launcher 

M79 Grenade 
Launcher. Various 
rounds can be 
used. The cut stock 
causes more recoil. 
Made in the Lf.S.A. 

CB: Police Station 2R Room 3 



Spark Shot 

High voltage gun to 
repel experimenta! 
animals. It uses 
Spark Shot rounds 
and has a range of 


10 feet. 

CB: Vacant Factory BT Room 3 



LB: Laboratory B4, Room 7 


Flamethrower 

Chemical fuel 
flamethrower 
made by 

Umbrella Inc. The 
fuel is fed from a 
small cartridge. 


WEAPON PARTS 


Hand Gun Parts 

They look like 
parts for a gun. 
LB: Police Station 
2R Room 4 


Shotgun Parts 

They look like parts 
for a shotgun. 

LB: Vacant Factory 
Bl, Room 3 





Magnum Parts 

They look like 
parts for a mag¬ 
num pistol. 

LB: Laboratory 85, 
Room 5 


AMMUNITION 


Hand Gun Bullets 

9x19 parabelum 
rounds that can be 
used for either the 
H&K VP70 or 
Browning HP. 


* Available in all games. 
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Shotgun Shells 

Shotgun Shells for 
the Remington Ml 
100 series. 


^Avaiiabie only for Leon. 



Valve Handle 

I can open/dose 
the valves, LB: City 
Area (Pt. 2), 

Room 2 
C0: City Area 
(Part Two), 

Room 2 


Crank(nanie 
changes to 
"Square Crank" 
after you view it) 

The end is square- 
shaped, 


LB: Police Station IF, Room 12 
CB: Police Station I F, Room 12 



Magnum Bullets 

DOT50A,E, rounds. 
Magnum rounds 
for the Desert 
Eagle, 


* Available only for Leon. 




CB: Escape Train Area, 


Joint N Plug 

High power plug. Used 
to activate large genera¬ 
tors. 

LB: Escape Train Area, 
Room 4 
m4 



Bow Gun Bolts 

Compact iron bolts 
that can be used 
with a bow gun, 
*Oniy avaiiabie for 
Claire 



*Only available for Claire 


Add Rounds 

Grenade Acid 
Rounds* For the 
M79 Grenade 
Launcher 



Grenade Rounds 

Grenade-bearing 
rounds. Used for 
M79 Grenade 
Launcher 


*Only available for Claire 


Flame Rounds 

Grenade Flame 
Rounds. For the 
M79 Grenade 
Launcher. 


*Only avaiiabie for Claire 

SPECIAL ITEMS 




Joint S Plug 

High power plug, 
Used to activate 
large generators. 
LB: Escape Train 
Area, Room 4 
CB: Escape Train 
Area, Room 4 



King Plug 

A plug of some sort 
in the shape of 
a king, 

LB: Police Station 
2E Room 12 



Bishop Plug 

A plug of some 
sort In the shape of 
a bishop, 

LB: Police Station 
2E Room 5 



Knight Plug 

A plug of some sort 
in a shape of 
a knight. 

LB: Police Station 
3F, Room 2 



Lighter 

An oil lighter, 

LB: Start with it 
CB: Police Station 
2F, Room 7 



Rook Plug 

A plug of some-: sort 
in the shape of 
a rook, 

LB: Police Station 1R 
Room 15 


Unicorn Medal 

Something is en¬ 
graved on the back, 
"Please guide me 
to the beautiful 
maiden who turned 
into stone as she 
waited for me." 

LB: Police Station 2B Room 3 
CB: Police Station 2B Room 3 


Golden Cogwheel 

It's gold-plated. It 
looks like a large 
clock cog. 

LB: Police Station 
1F, Room 19 
CB: Police Station 
1F, Room 19 


Red Jewel 1— 
{name changes to 
"Virgin f4eart" 
after you view it) 

A blood-red jewel 
the size of a fist. 
LB: Police Station 
2f, Room 1 


Red Jewel 2—(name changes to "Virgin Heart"' 

after you view it) 

A blood-red jewel 
the size of a fist, 
LB: Police Station 
1B Room 6 
CB: Police Station 
1R Room 6 


Side Pack 

No description 
given—This item 
gives you two 
more spots to 
use for carrying 
inventory* 

: LB: Police Station B1 , Room 8 
; CB: Police Station Bt, Room 8 





CB: Police Station 2B Room 1 
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Ink Ribbon 

You can type In your 
progress with this- 


* Available in all games 



Main Fuse 

You can restore 
power to the lab 
with this. 

LB: Laboratory 
B4, Room 5 
CB: Laboratory 
B4, Room 5 



Blue Stone 1 

Half of an animal is 
etched on the stone 
fragment 
CB: Police Station 
2F, Room 12 


n nim A 

Can't tell what's on i 
the film until you i 
develop it. i 

LB: Police Station ' 
IF, Room 16 ■ 

CB: Police Station 
1F, Room 16 



Plastic Bomb 

Enough C4 to 
clear a wall but it 
needs a detonator. 
CB: Police Sta¬ 
tion IF, Room 16 



Rim B 

Can't tell what's on 
the film until you 
develop it. 

LB: Police Station 
1 p Room 19 
CB: Police Station 
IF,Room 19 



Wolf Medal 

A wolf is etched. 
LB; Sewer B2, 
Room 3 

CB: Sewer B2, 
Room 7 



Eagle Medal 

An eagle is 
etched* 

LB: Sewer B1, 
Room 4 

CB: Sewer B1, 
Room 4 



Detonator 

It's a charge deto¬ 
nator, It's useless 
by itself- 
CB: Police 
Station 1F, 

Room 2 


Bomb & 
Detonator 

You can clear the 
wreckage away 
with this* 


*You make the Bomb & Detondtor by combining the 
Bomb with the Detonator. 


Lockpick 

A lockpick. You can 
unlock simple 
locks with this. 


*You start both of Claire^s games with this. Leon 
never gets it 





Fuse Case 

A case for indus¬ 
trial fuses, It's 
been designed to 
hold supercon¬ 
ductor fuses. 

LB: Laboratory 
B4, Room 5 



Serpent Stone 

A six-inch stone 
with a snake etch¬ 
ing on the side* 
CB: Police 
Station 2F 
Room 5 


Blue Stone 2 

Half of an animal is 
etched on the 
stone fragment. 
CB: Police Station 
3F Room 2 


Jaguar Stone 

A six-inch stone 
with a jaguar 
etched on it. 


^You get this by combining the two Blue Stones. 

Eagle Stone 

A six-inch stone 
with an eagle 
etched on it. 

CB: Police Station 
1F Room 15 


HEALTH 


Green Herb 

Special healing 
herbs that grow In 
the Raccoon City 
region. 


Blue Herb 

Special healing 
herbs that grow in 
the Raccoon City 
Region. 


Red Herb 

Special healing 
herbs that grow in 
the Raccoon City 
region. 



^Available in all games. 



^^Avaiidbie in ail games. 
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Mixed Herb 

A mixture of two 
green herbs. 


* Available in ail games. 




Power Room Key 

It looks unique. 
Accesses the 
power room. 

LB: Laboratory B5, 
Room 5 

CB: Laboratory B5. 
Room 5 



Small Key 2 

It looks [ike the key 
to a desk. 

LB: Police Station 
1R Room 14 



Rrst Aid Spray 

This will compSete- 
ty restore your 
vitality. 


* Available in atl games. 



Precinct 
(Diamond) Key 

It's in the shape of 
a diamond. 

LB: Police Station 
2R Room 12 
CB: Police Station 
2R Room 12 



Small Key Z 

It looks like the 
key to a desk. 
LB: Sewer B2, 
Room 3 


ms 



Cabin Key 

Accesses the 
cabin in the rear. 
LB: City Area (Part 
la), Room 2 
C8: City Area (Part 
la), Room 2 



Precinct 
(Heart) Key 

It's in the shape of 
a heart. 

LB: Police Station 
1R Room 2 
B: Police Station 
2R Room 13 



Blue Card Key 

A plastic card. It 
reads: Hole IF 
Electronic lock. 
LB: Police Sta¬ 
tion 1R Room 2 
CB: Police Sta¬ 
tion 1R Room 2 



CB: Vacant Factory 1R Room 4 


Control 
Panel Key 

A control pane] 
key. The lener "U" 
is etched, 

LB: Vacant Factory 
1R Room 4 



Precinct 
(Club) Key 

It's In the shape of 
a dub. 

LB: Sewage Dis¬ 
posal, Room 7 
CB: Sewage Dis¬ 
posal, Room 7 



Red Card Key 

A plastic card. It 
reads; Weapon 
Storage. 

LB: Police Station 
B1, Room 7 
CB: Police Sta* 
tion B1,Room 7 



Master Key 

Looks very 
important. 

LB: Laboratory Bl, 
Rc>om 5 

CB: Laboratory 
B4, Room 3 



Precinct 
(Spade) Key 

It's in the shape of 
a club. 

LB: Police StatFon 
1R Room 1 
CB: Police Station 
1R R oom 1 



CB: Vacant Factory Bl, Room 2 


Weapon 
Box Key 

An odd-shaped 
key. Umbrella's 
logo is on the key 
ring,., 

LB: Vacant Fact¬ 
ory S1, Rc^m 2 



Platform Key 

Hurry and get that 
train operational! 
LB: Escape Train 
Area, Room 3 
CB: Escape Train 
Area, Room 3 




Small Key 1 

The key to a desk 
LB: Police 
Station 2R 
Room 7 






Lab Card Key 

It looks like a 
card key for lab 
access, 

LB: Laboratory 
B5, Room 5 
CB: Laboratory 
85, Room 5 
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your camplerB manrhly source For all rhe neujesr 
and coalesr playsFaFton chears 


Face it—you're a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 


Shadow Master 

All Weapons 

To get all of the game's weapons right from the start, 
just follow these simple steps. Start a new game from^ 
the first level. From the starting point, go forward to 
the first door that opens and kill the two aliens inside. 
Once that is done and you're inside the room, press 
the following button combination: LI 4- L2 + R1 + R2 
+ C. A red fight will confirm correct entry. Now you can 
put all those cool weapons to good use. Look for more 
Shadow Master Codies next month! 

CoUTier Crisis 

Bonus Level 

Even insane bicycle messengers need some time off to 
practice their jumps! Enter the following code to play a 
hidden bonus level where you can ride around without 
any traffic and improve your jumping skills on some 
scattered ramps. Simply press LI + R2 at the neigh¬ 
borhood select screen and you'll go directly to the 
bonus level. 


Lascar '9R 


Shoot Purple Bells 

This code actually turns this racing sim into a car combat game! During a race, pause the game and enter Race 
Statistics, Then press R1 + R2 + LI + L2. You will hear the engine rev if you were successful, Now hit A to 
shoot purple balls at your helpless opponents. 
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A After pausing the gome, go to Roce Starislics and 
enter the cede. New unpause the gome and take out 
your competition I 


Jk Use to hit the other cars with your purple bails 
and make them spin out. Try Hie code in a two-ployer 
game for some neol 



A Press LI + R2 on this screen to access the hid^ 
den bonus level. 



- There isn't all that much to do, but at least you 
can work on some of your skills. 


G Police 

Unlimited Shields 

Your shields will normally regenerate over time during 
gameplay. However, occasionally you will get into 
soma pretty thick firefigbts, and your shields won't be 
able to regenerate fast enough. To combat this, weVe 
uncovered an unlimited shields code. At the Mission 
Briefing screen, press and hold LI + R2 + Q, then 
press . You will hear a noise when you are success¬ 
ful. Unfortunately, the game will know you are cheat¬ 
ing and prevent you from continuing on to the next 
mission when you complete the one you're playing. To 
go on to the next mission, simply use the level pass¬ 
words from issue six. 



m weirtrr^nr sUiiMdK-^inij 
bnjnr.tuuc. nr t;T^. 

tHj iH 4 ^£riTe«y tiST* 
TC fti 


\C, CTl/ILMH 

Tvrr iUTHTainifl 


Eater the 
code on this 
jcreea. You 
will hear a 
sound whon 
Ws entered 
correctly. 


Cool Boarders 

Easy Select 

This is really more of a time-saving trick than an actu¬ 
al code or cheat. We weren't even going to bother 
printing it, but we actually wound up using it all the 
time! When selecting your course in any mode, 
board, or character, press and hold Rl. Then press 
^ or to change the selection without actually 
entering the menu option. 



^ Now yau 
can take 
everything 
the game 
throws at 
you, and 
yMr shields 
will never 
go down. 


Mass Destruction 

All Level Password 

The following password lets you play any mission in 
the entire game. At the password screen, enter 
INI INI IIIIGP. 



^ Enter the pa$$word OH Hiii screen... 



_ ■ ■!- 

IWTfl 

USE 10 CKAHOE 

t^l TO DDMFIRM 
FRESa ifil TO CnMCET. 


A ,..,Tben just pick any mission from Hie game and start 
blowing things up I Ain't cheating great? 
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Cheats 

You earn each of the following codes legitimately by 
beating the game with one of the characters. Each 
character will reveal a new code. But Code Junkies is 

all about cheating, so 
weVe listed all the 
codes for you! Now 
you don't have to fin- 
ish the game to cheat. 


< Enter Ifie Infinite 
Turbos^ Invincibility'/ 
and Infinite Weap¬ 
ons codes on the in^ 
game pause scrie«ii, 


Infinite Turbos 

During gameplay, pause the game and enter the fol¬ 
lowing button combination; hold R1 + R2, then press 
C\ X. You will hear a sound after 
entering the code properly. 


Need For Speed: V-Rally 

Cheat Mode 

Several codes are out there for the PAL version of V- 
Rally, but these are the first of the codes for the (J.S. 
version. First, you need to get the Cheat Mode to 
appear When you boot up the game, quickly press ^ , 
* , ^ on the white intro-screen as the infogrames 
logo appears. When done correctly, the words 'Tock 
Off" will appear This will open up all the tracks. After 
this message appears, you can enter any of the fol¬ 
lowing codes. Continue to hold the buttons until the 
game goes to the next screen; you will see a mes¬ 
sage indicating that the cheat has been activated. 



INFOGRAMES 


^ You havQ ta b? 
(laick and precise to 
get the codes to 
work. Try entering 
them more thon orKO, 
as it will take scrnie 
practke to finally get 
ifiem rfght. Trust us^ 
rtiougb'-^ey really 
do worki 


Infinite Weapons 

During gameplay. pause the game and enter the fol¬ 
lowing button combination: Hold R1 + R2, then press 
■>, t, O, X, You will hear a sound after 

entering the code properly. 

Invincibility 

Pause the game during gameplay and enter the fol¬ 
lowing button combination: Hold R1 + R2 then press 
'j' T You will hear a sound after entering 
the code correctly. 


No Time Limit: ^ + LI 


Narrow Tracks: ^- + 12 
Restart in Arcade Mode: + R2 


Debug Mode: * 
Time Off/ 

Narrow On: Li 


The debug code is 
fatally useless unless 
you enjoy having 
coordirkotes in the cor¬ 
ner of Hie screen. 
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Big Cars 


Enter the 
Big CarS/ Boss 
CarS/ and 
Unlimited 
Cash codes at 
the Main 
Menu screen. 


V! It may 
be purple/ 
but it's a 
pretty 
mean ear 
to take 
into botllei. 


Unlimited Cash 

At the Main Menu, press and hold L2 + R2, then press 
+ , f", +, A sound will confirm suc¬ 

cessful code entry, but your cash will not visibly 
increase. However, it will not decrease as you pur¬ 
chase cars and upgrades. Now you can be the big 
spender you've always dreamed of being] 


At the Main Menu, press and hold R2 + L2, then press 
+ , -.A sound will confirm successful 

code entry. 


Boss Cars 

At the Main Menu, press and hold L2, then press *■, 
■*, X, ,. A sound will confirm successful 

code entry. 


S:t3€t Fighter EX Plus Alpha 

Hidden Taunts 

We've uncovered a couple hidden taunts for those of 
you who are complete SFEX Plus Alpha freaks. 
Simply enter the following button combinations dur¬ 
ing gameplay when youVe playing as one of the foF 
lowing characters; 

Skull Taunt: 

+ Punch 

Dhalsim Taunt: 

^ Kick 

> Skullomania will 
just stand thera and 
make all kinds of 
insulttrig remarks. 


See Total Hits 

After you have been defeated by an opponent in 
Survival Mode, you can press SELECT in the summa¬ 
ry screen to see the total hits for the survival rounds. 


r The code is simple 
and not really that big 
of a deal/ but we're 
sure some of you care 
about how many hits 
you cortnecled during 
the Survival Mocie. 


Let CPU Control a Round In Team Battle 

If you want to let the computer control your character 
during one of the rounds in a Team Battle, press and 
hold L2 and SELECT during the loading screen before 
the round begins. 
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.eed 3 little extra help on a game? Then call the 
I people who made it. For your convenience, 
we've gathered the folfowing list of tip lines for 
PlayStation game publishers. Most of the numbers are 
900 toll calls, so be warned—they will cost you. If you 
are under 18. you should get permission from whoever 
pays the phone bill before calling. Also, we don’t main¬ 
tain these lines, so we aren't responsible for the infor¬ 
mation available on them. 


Acclaim 
Accolade 
Activision 
American Technos 
ASC Games 
Ascii 

Atius Software 
Bandai 
BMG 
Capcom 

Crystal Dynamics 
Data East 
Eidos 

Electronic Arts 

Fox Interactive 

GT Interactive 

Hot-B 

Interplay 

Jaleco 

KOEI 

Kokopeli 

Konami 

Lucas Arts 

Maxis 

Microprose 

Midway/Williams 

Mindscape 

Namco 

Ocean 

Playmates 

Psygnosts 

Ready Soft 

SCEA 

Sierra 

Spectrum Holobyte 

Strategic Simulations 

Technos 

Tecmo 

THQ 

Time Warner 
Trimark 
Ubi Soft 
US Gold 
Viacom 
Virgin 
VR Sports 


(516) 759-7800 
(900) 454-HINT 
(900) 680HINT 
(408) 453-9828 
(203) 655-0032 
(900) 288-2724 
(714) 852-2351 
(310) 926-0947 
(415) 330-0600 
(900) 680-2583 
(900) 7374767 
(900) 454-5435 
(900) 7734367 
(900) 2884468 
(900) 225-5436 
(970) 522-1797 
(415) 568-9501 
(714) 553-6655 
(847)215-1811 
(415) 348-0500 
(900) 370-HINT 
(900) 8964468 
(415)5074545 
(510} 933-5630 
(410)771-1151 
(903) 874-5092 
(900) 7374468 
(900) 737-2262 
(408) 289-1200 
(714)428-2112 
(900) 9764468 
(905) 4754801 
(900) 933-7669 
(900) 370-5583 
(800) 695-GAME 
(408) 737-6800 
(408) 453-9828 
(310) 787-2900 
(900) 370-HINT 
(408) 473-9495 
(310)392-3243 
(800) U8I-SOFT 
(900) 288-GAME 
(303) 7394019 
(900) 2884744 
(714) 955-9592 
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Maximiim Force 

The Secret Areas 

Maximum Force has several secret areas, basically 
bonus target games, where you can earn extra points. 
You open the secret areas by shooting specific objects 
during the course of the game. The PlayStation version 
has the areas from the original arcade game as well as 
some new ones. You can open the PlayStation secret 
areas during normal gameplay. To open the secret 
areas from the arcade version, you must first enter a 
code—at the Main Menu press SELECT START 
SELECT SELECT START SELECT SELECT SELECT 
START SELECT SELECT SELECT SELECT START. 
Arcade mode will fiash on the screen when you have 
entered it correctly, Now, here are the objects you 
must shoot in order to enter all the secret areas: 



^ Yov will get this flashing *nessog« on Ilia Main M«nv 
when the code is enlerod correctly. 


Mission 1 Regular Mode 

Bachelor Pad: Shoot the 10 silver gas cans. 

Spin Room: Shoot the six faces on the boxes at the 
back of the boat. 

Shark Room: Shoot the one mine on your right after 
going underwater. 

Mission 1, Arcade Mode 

Sub Room: Shoot three underwater barrels. 

Pool Party: Shoot everything in the decompression 
tank (lights, hatches, vents—eight objects}. 

Head Room; Shoot two water towers and one sateL 
lite tower. 

Car Race: Shoot eight lights on both sides of the tun¬ 
nel going underground. 


Star Room: Shoot six nuclear missiles underground 
as you encounter them^ 

Chicken Fry: Shoot five extinguishers. 

Ledge Room: Shoot all yellow lights on the miniature 
forklifts and tractors found underground. 



« The Shark Room is |ast ane of many hidcten bonuf 
gamei you can ploy you shoot the right objects 

during the game. 


Carnival: Shoot two lights behind handkerchief guy. 
Rock Room: Shoot eight radioactive cases as you 
come across them. 

Star Room: Shoot 15 wall lights. 

Mission 2, Regular Mode 
Carnivat: Shoot six signs on the gazebo. 

Bone Daddy: Shoot the six left most windows behind 
the gazebo. 

Bachelor Pad: Shoot three lights on the bank (on the 
right sidel. 

Car Race: Take out all shootables on the left car {pro¬ 
gressively from beginning of level). 

Chicken Fry: Shoot four random street lamps, 

Mission 2, Arcade Mode 
Compubrick: Shoot six large pictures in the bank. 
Pain in The Glass; Shoot nine potted plants in the 
teller's window. 

Lollibot: Shoot nine cylindrical ash trays (progressive¬ 
ly throughout the level). 

Vault Room: Shoot 15 security cameras. 

Chicken Fry: Shoot all the elevator buttons. 

Vault Room: Shoot all the elevator buttons except for 
the red one. 

Star Room: Destroy the chopper on the roof* 


Head Room: Shoot the Peeker in the AC units on 
the roof. 

Duck Lake: Shoot nine spinning vents on the roof. 

Mission 3, Regular Mode 

Carnival: Shoot six hidden barrels in the jungle (in the 

first scene). 

Bachelor Pad: Shoot six papers on the bulletin board 
in the hut 

Pain In The Glass: Shoot five bottles on top of the 
port-o-potties. 

Mission 3, Arcade Mode 

Rock Room: Shoot all the tires in front of the 
crashed plane. 

Lollobot: Shoot the two smiley face fog light covers of 
the crashing jeep. 



A Shoot the right most mine when you go underwater, 
□nd prestol A nidden bonus game! 


Clown Room: Shoot four dishes on the communica¬ 
tion tower. 

Star Room: Shoot three wheels on the truck going the 
same way as your ATV. 

Board Room: Shoot the light above the door to the 
laboratory. 

Clown Room: Shoot eight boxes on the conveyor belt 
(progressively through the level). 

Mesa Logic: Shoot five blue barrels in the lab. 

Head Room: Shoot four beakers on the first table. 
Carnival: Shoot two headlights on the big truck. 
Horse Race: Shoot eight mushroom vents found in 
the fast tunnel, 

Bachelor Pad: Shoot one rat on the left bend heading 
the same way as you (rat in middle of wall). 


Load Runner 

Level Skip 

If you bought Lode Runnec it must have been for the classic 
gamepiay, not the graphics. Use the following codes to skip 
around through the hundreds of levels. Enter the codes dur¬ 
ing gameplay (do not pause). 

Skip to ne)ct level: Ft2 + C 
Back to previous level; R2 + □ 

Skip ahead 15 levels; R2 + / 

Back 15 levels: R2 + X 

Extra Lives 

You can essentially play forever with the following trick for 
extra lives. Pause the game by pressing START then press 
SELECT + Aand your lives will increase. Repeat as needed. 



A Tbe levul $k\p letsi you hop around bcffwean all of 
the gamers levels with ease. 



,4 You <an continue to enter the uxtra lives code as 
much as you want, but we stepped at 51 lives. 
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game sharl-i 




► Note: You must have the Game Shark peripheral 
from Interact Accessories to use these codes. 


BEAST WARS 

Start Button For Health Restore... 

..d00d4e3c0020 

800d33dc1518 

BRAVO AIR RACE 

Infinite Time........... 

.801de69c1693 

BUGRIDERS 

Infinite Time.. 

.800c84d40015 

COURIER CRISIS 

Infinite Time.,.•,..... 

.800a16740000 

800a16a40000 
800a183a0000 
800a9eec0000 
800aa6d80000 
800aa7380000 
800aa73c0000 

Infinite Health ... 

.BOOal 2200000 

800a14eSOOOO 

800a17a40000 

800a17a60000 

Infinite Cash ..... 

.800ad1b4ffff 

DRAGON BALL GT 

Infinite Health P2... 

.300728bc0183 

Infinite Power P2... 

.800728be00c4 

No Health PI. 

,.,.....800728400000 

No Power PI... 

..800728420000 

No Health P2..... 

.800728bc00Q0 

No Power P2 .. 

.80D728beOOOO 

FELONY 11-79 

Infinite Damage....... 

.8009ae640000 

Infinite Time..... 

..800a34180001 

301ffafc02be 

8009acf00001 

Invisible Vehicle.. 

.800a2ddc9b47 

800a2dec59e2 

Score 0 Points,... 

.800936080000 

8009ae0a0000 

Score Millions. 

.8009ae030000 

8009ae0a00ff 


GHOST IN THE SHELL 

Have All Movies........801127360001 

801127380001 

80l1273a0001 

80t1273c0001 

8011273e0001 

801127400001 

801127420001 



801127440001 
801127460001 

ONE 

Infinite Lives. 

.„.8010ba8c0005 


801127480001 

Infinite Ammo......... 

,.,.8010ac3cffff 


8011274a0001 
8011274C0001 
S011274e0001 
801127500001 

PARAPPA THE RAPPER 

Always Rap Cool. 

8010b6d8ffff 

....801c368e0000 


801127520001 

Always Score 999 Points. 

....801c367003e7 

GOLDEN NUGGET 

801127540001 

SPAWN 

Infinite Health. 

...,8007f0500860 

Infinite Cash... 

..d000857c00ff 

Low Enemy Health... 

..,.8007f1600000 


801e26a2tfff 

R1 Power Drain.... 

....d007fl440008 

LOST WORLD JURASSIC PARK 

23 Lives.. 

,.80015f 640000 

8007f1600000 

STAR WARS: MASHRS OF TERAS KASI 


80015fe60000 

Infinite Health P1.... 

.,..800ac2741000 

MAXIMUM FORCE 


Infinite Health P2.... 

Low Health PI...... 

.,..800ac28c10CH} 

....800ac2740000 

Infinite Credits P1... 

..8006a1300009 

Low Health P2.. 

.,..800ac2Sc0000 

Infinite Credits P2... 

..8006a1340009 

Extra Characters..... 

.800bef5effff 

Infinite Health P1.... 

..8006e7f00004 

Full Power PI.... 

....800ac278ffff 

Infinite Health P2...... 

..8006e8800004 

Full Power P2 ...... 

....S00ac290ffff 

NBA FASTBRIAK '98 


No Power PI..... 

No Power P2... 

....800ac2780000 

....800ac2900000 

Home Team Score 0...... 

..800eb2300000 

Press Select For Jedi Mind Trick PI 

....d00802c40100 

Home Team Scores 150,....,..,.. 

,.800eb2300096 


800ac28c0000 

Away Team Scores 150 „.. 

Away Team Score 0.......... 

.,800eb2340096 

..800eb2340000 

TIME CRISIS 


I nf i n ite C reat ion Points.... 

.,8016880c01c2 

Low Course Time.... 

....SOObldbcOOlO 

NBA LIVE '98 

Away Team Score 0.. 

..8007f5780000 

TOMB RAIDER 2 

SOObldfSOOlO 

Home Team Score 0.... 

..8007e1140000 

Infinite Flares..... 

...,80088aae000a 

Away Team Score 150..... 

Home Team Score 150....,.. 

,.8007f5780096 

..8007e1140096 

TREASURES OF THE DEEP 


NCAA FOOTBALL '98 

Infinite Creation Points 1. 

..d00dfde00032 

Infinite Cash... 

TRIPLE PLAY '98 

..,.80CM06c20fff 


SOOdfddcOOOO 

Infinite Creation Points.... 

.,..800604580000 

Infinite Creation Points 2.. 

Infinite Creation Points 3....... 

..d00dfde00032 

SOOdfddeOOOO 

..d00dfde00032 

VR FOOTBALL '98 

Home Team Scores 0. 

....800c6G260000 


800e13640064 

Home Team Scores 99.. 

,...800ce02e0063 

Infinite Creation Points 4.... 

NCAA GAMEBREAKER '98 

..d00dfde00032 

S00e1a663402 

vs. 

Infinite Health PI. 

Low Health P1..... 

....801435A4012C 
.801435a40000 

Away Team Scores 0...... 

..8O10206CO00O 

Infinite Health P2. 

....80144a1c012c 

Home Team Scores 0.... 

..801020680000 

Low Health P2..... 

..80l44a1c0000 

Away Team Scores 99.... 

Home Team Scores 99.... 

..8010206c0063 

,,301020680063 




Armored Core 

Change the Wallpaper 

This cchdI little trick will take any 
emblem design you create and paste 
it as wallpaper behind all the menu 
screens. Choose Garage from the 
Main Menu, then choose Edit 
Emblem and create a new design. 
When you are done, press L1 + R1 + 
SELECT Your design will become 
the new wallpaper. 



GARAGE 


4 ei new 

emblem on this 
screen. When 


're press 

1 + R1 + SEl£a. 


rri 


w- Now every menu 
aicreen. will hrove 
your design plos* 
lered all over it. 
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Grand Theft Auto 

Password Cheats 



What criminals out there wouldn't cheat if they had the 
opportunity? Not many to be sure. To hefp you along 
with your criminal career, we've pulled together all the 
password cheats for GT4. At the player select screen, 
press □ to change the player's name. Simply delete 
the name there and re-enter any of the following codes 


4 Wben tin the 
character select 
screen, press to 
bring up the name 
entry screen^ 



Once you get to this screen^ enter ony ol the codes^ 


GROOVY— All weapons, infinite ammo, get out of jail 
key armor 

WEYHEY— 9999990 points (level complete) 

BLO WM E— Coord inates 

EATTHIS— Max for level of choice 

FECK— Liberty City parts 1 and 2 

TVTAN— San Andreas and Liberty City parts 1 and 2 

URGE— All cities parts 1 and 2 except Vice City, part 1 

CAPRICE— Level select 

CHUFF— No police 

TURF— All cities 

MADEMAIM—AII weapons, infinite ammo, level 
select, get out of jail key, armor 
THESHIT— All weapons, infinite ammo, level select, 
get out of jail key armor, 99 lives. 

BSTARD— All weapons, infinite ammo, level select, 
get out of jail key, armor, 99 fives, coordinates, max for 
level of choice 


WCW Nitro 
Hidden Characters 

Hidden inside this wrestling game are 48 extra char¬ 
acters] With this code, you're going to be able to 
play some of the weirdest wrestling matches in his¬ 
tory. And that's saying a lot considering how weird 
wrestling is to begin with. First, choose Options 
from the Main Menu, While on the Options screen, 
press R1, Rl, R1, R1. LI, LI, LI, LI, R2, R2, R2, R2, 
L2, L2, L2, L2, SELECT. It will sound like an audio 
tape is fast-forwarding when you enter the code 
correctly, A big thanks to Dave Bloomfield from San 
Jose, CA for this awesome code. 



Enter the code here to access the hidden characters. You 
will hear a sound lik« a tape fast forwarding once you 
enter it correctly. 
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± Hidden wrestlers, some refereesj monowrs, announcers, on alien, a snowman, Sonia Clous, and even a dinosaur—all 
ore now playable. You can even ploy as the games designers. 


Mony 11^79 

Access All the Cars! 

WeVe finally uncovered the code that will open up all 
the hidden cars without actually playing through the 
game! Now you can use the tank, RC car. Formula 1 
car, or any other car hidden in the game by entering a 
single code. At the Mode Select screen, press and 
hold ^ using controller two. Quickly press R1 + L2 + 
R2, release them (while still holdingand then press 
R2, 12, Rl. You will hear a boom after you enter the 
code correctly. 




Enter the code on this »re«n using controller two. 
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Micro Machines V3 

Even More Cheats 

Last north we printed a whole slew of codes tor thrs 
party racer We hope you're ready for another dose! 
Enter any of these codes after entering the folfowing 
master code on the pause screen. Pause the game, 
then press □, t, 0 , O, A, X, START Now 

you can enter any combination of the codes during 
gamepiay [do not pause): 


Multi-Player Cheats 

These codes only work In multiplayer games. TheyVe 
great for custoniizing your Micro Machmes sessions 
when your friends come oven You enter each of the 
codes when you're asked to enter a name while 
choosing a character. After entering the cheat, the 
cheat name will disappear and you wilt be able to enter 
a new cheat or any name. Start your multiplayer game 
to see the results of entering the cheats- 


3et Moto 2 

Unlock Alt the Tracks 

There's no disputing that this game is tough. As a mat¬ 
ter of fact we'd be willing to bet that few of you out 
there have even opened up all the tracks. If you have, 
then you rock! For the rest of us, all we have to do is 
enter the complicated "All Tracks" code. This code lets 
you race on all the courses as well as all the tracks from 
the first Jet Moto. 


Finish and win the game: SELECT + X 
Change viewpoint: SELECT + ^^ 

Change viewpoint 2: SELECT + L2, R2 
Let computer control your car: SELECT + □ 


Disable tank weapon: NOTANKS 

Select tanks in all tracks {except in water): 

TANKS4ME 

Slippery road: WINTERY 




4 Enf«r Phe mul¬ 
tiplayer pass¬ 
words on this 
screen when 
you^re selecting 
your character* 


^ Enter the 
possword 
TAMKS4ME and 
you will be 
able race tanks 
on any level 
besides the 
water tracks. 



Critical Depth 
The First Few Codes 

The codes are finally starling to trickle out for this game, as Singletrack has been very stingy about when and 
what codes are lo be released, The company apparently learned its lesson from kVar/iawk,. When that game was 
released, so were all the games codes—which in effect killed the game before it ever got a good chance to leave 

the store shelves. People were renting it and using 
the codes to beat the entire game in about twen¬ 
ty minutes! Not this time... 

Infinite Weapons 

First, empty all your weapons. Next during game- 
play press LI, R1, LI, R1, +—you have 

to be quick when entering it, You will know you 
entered it correctly when you get 99 of every 
weapon in your inventory. 

< OfKe the infinite weapons code has been entered 
you will never run out of ammOf and you'll have 
your choke of weopons when faced wilh q bqddie* 


Drop Pods 

This code is actually more useful than the infinite 
weapons code. When entered, all the baddies in the 
game will drop their pods, allowing you another 
chance to go pick them up. During gameplay press LI, 
R1, L1, RT You have to be quick when 

entering it. You will get a message when you've 
entered it correctly. 

P You will get this message when the drop pods code has 
been enter^ correcHy. Now go oround and swoop up oil 
those dropped pods! 




T Enter the Options screen. Set the difficulty to Master 
and set the laps to five. Now go to the one player select 
screen and press X with LI'I Dave highlighted Go back 
to the Title screen. 

2 . While on the Ttle screen press R2, R1, 

L2, LI within four seconds. 

3. Go back to the Options screen and select three laps 
per race. 

4. Back on the one player select screen, highlight Wild 
Ride and press X, 

6. Go back to the Title screen and press + 

R2, L.-, L2 in under four seconds. 

6. Go to the Options screen. Select Amateur difficulty 
and turn the turbos off. 

7* Back at the one player select screen, highlight 
Bomber and press X, 

8, Return to the Title screen and press 
within four seconds, 

9- Back at the Options screen, select Professional diffh 
culty and turn the turbos on. Return to the Ttle screen. 
10 . Finafly, while on the Ttle screen press R2, R1, LI. 
L2, R2, R1, L1, L2 within four seconds. You're donel 

< Afher ypu enter 
the lengthy code, 
you can start g 
single race and 
all the tracks will 
be opened. Check 
put the Alternate 
Tracks to race on 
the tracks from 
Jet Moto 11 


Unlock All The Trophys 

You get several bonuses for completing the game with 
each of the different characters. As you do, you will get 
all kinds of new options like.:Unlimited turbo, stunt rac¬ 
ing, and so on. Here's the easy way to open them: go 
to the trophy case, press and hold LI + L2 + R1 + R2, 
then press <■, 

Race As Enigma 

Jet Moto 2 has at least one hidden character, and he or 
she (it's kind of a mystery, hence the name) is incredi¬ 
bly fast and difficult to control The bike is really cool, 
though. At the Options screen select Master difficulty 
and six laps per race, then return to the Ttle screen. 
Now press <*, □, i_v, 'T, LI, R1 within four sec¬ 
onds. Enigma is yours to playl 


< Enigmo is fast, 
bard-tO'handlc^ and 
mysterious, "ks" btke 
is pretty sweety too* 
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Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


Hey PSM! I just have to say your mag is 
The best on the market!!! I have been 
collecting your mag since the begin¬ 
ning! I have some questions: 

1. Is there going to be a Resident Evi! 
movie? If so, will it be starring the origi¬ 
nal actors from the game? 

2. Does Konami have any plans to make 
a Castlevania sequel to Symphony of 
the Night? 

3. Now I have a tech question: I have a 
problem with the Memory Card Plus. It 
was working perfectly on my Play¬ 
Station (which is old) until 1 put in my 
friend's PlayStation (which is brand- 


new). Now I can 
only save on one 
page. If I switch 
pages it will 
erase my saved 
progress on the 
previous page, 
IVe taken the 
card back to the 
store to get a 
new one a cou¬ 
ple of times now 
and they still 
won't work. Also, 
the memory card 
now does the 
same thing to all 
my other friends* 
PlayStations, Can 
you help me? Did 
Sony pul a bug in 
its new model 
systems to 
stop the 
use 
of 

the unlicensed Memory ; 

Card Plus? 

Ryan Ammernnan 
Cyrax6@hot 
maiLcom 

► NOAH; Even 
though you're gushing, 

Ryan, I'll still answer 
questions: 

1. Yes. However, no 
announcement has been 
made on who will star in 
it. Who do you think 
would be good? 


2, With Castievania: Symphony of 
the Night being such a success, it 
would clearly be in Konami's best 
interest to continue the saga—but no 
such plans have been announced. 

3. Now or>to your memory card prob¬ 
lems* Multi-page memory cards have 
always been unreliable* Since all 
memory cards besides Sony's are 
unlicensed, third-party companies 
don't have the "officiar specs. As a 
result, all cards from such companies 
have been reverse-engineered from 
the original Sony card. Some actual¬ 
ly work fairly well, such as the Mad 
Catz iS-block memory card, but 
multi-page cards or cards with more 
than 15 blocks almost never work 
correctly or consistently, My advice is 
to stay clear of them altogether and 
just rely on the official Sony cards. 

I am writing this to discuss The tremen¬ 
dous business savvy Sony has been 
displaying to its gaming public. 
Unlike the manner in which 
past gaming giants have han¬ 
dled rampant speculation on 
subjects like new entrants 
into the hardware wars, add¬ 
on peripherals, and sequel sys¬ 
tems, Sony hasn't twitched in the 
slightest to all the rumors flooding 
web-zines and print publications. 

Many times when a corpo¬ 
ration makes a public statement 
regarding such matters, it is a clear 
indication that (1) they have serious 
cofwerns about their position in the 

P'lans for the Resrdenf Evil movie ore 
underway, Ryan. Do you have any 
ideas os to who ihould be cast in it? 


marketplace, or (2) they are concerned 
about the public's perception of the 
rumor, and how it wi!l ultimately affect 
the company's position. 

Knee-jerk reactions are apparently 
not Sony's thing. We currently have VM 
Labs with its mysterious Project X, 
which cfaims to be significantly more 
powerful than both Sony PlayStation 
and Nintendo 64, allegedly due out near 
year's end. Then there is the Nintendo 
64DD thing-a-ma-jrg that is supposed to 
be some sort of quantum leap for the 
beleaguered N64. And, much rumor and 
speculation is going around about the 
release of the Sega Katana, a 64 Bit CD- 
ROM based system that claims to dis¬ 
play copious numbers of polygons per 
second. Many people have written let¬ 
ters regarding PlayStation 2. It seems 
that some gamers are afraid of being 
one-upped by another console. 

Meanwhile, Sony is releasing new 
batches of ground-breaking software 
each and every month. Software that 
some say defies reason...at least in the 
minds of those corporate engineers and 
software developers who made them¬ 
selves believe that the PlayStation was 
technologically tapped out about eight 
months after the system hit store 
shelves. Well, at least that's what they 
wanted consumers to believe, 

And, through all this criticism, trash 
talk, and promises of bigger, better 
things to come, Sony remains 
quiet...the gentle giant. I love to see sea¬ 
soned business savvy in action. The 
only time you ever really hear Sony pipe 
up is when one of the other contenders 
tries attacking the veracity of Sony's sell 
Continued on page 88 ► 
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Each month, we put the controller down for a moment to focus on a Afferent aspect of PlayStation gaming. We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005, Or, you can e-mail us at psn^maginemedia,com (just be sure to put 'Tause'^ as the 
subject heading). We will run the best of your responses here in ttib section. 


This MojsfiH's Topic: 

What Makes a Good Ending? 

f , hile reading over your responses to our 
first Pause column ("Can A Game Be Too 
Long?" February, 1998), many of you touched on 
how important it ts that a game have a good end¬ 
ing. In fact, you seemed to have so much to say 
about it that we thought it 
would make the perfect topic 
for this month's column. 

if you read our "What Makes 

A Good Game" feature in issue _ 

6, then you already know how 
strongly we feel about videogame endings. A 
game's ending is your ultimate reward for all of 
the time, effort, and passion you've put into play¬ 
ing. Sure, the actual action in the game is the real 
reason you play, but you've got to have some¬ 
thing to play for—a goal you're striving to 
achieve. That goal is the game's ending. And if it's 
no good, then it can make the whole experience 
much less satisfying. 

Like we said back in the gameplay feature, a 
game should end with an exclamation point, not 
a period. You should be so excited about having 


GfllYlE SfHOULD END 
WITH AN excLAirurnDN 
nriAAK, NOT fl f^AlDDi" 


finally beaten the game that you've got to call up 
everyone you know and tell them about it. A 
good ending should do several things. On one 
level, it should have lots of ffash—it should be 
spectacular and remarkable in some way, a real 
treat for all the hard work you've put in. On 
another level, it should serve to bring the game to 
a close, wrapping up the storyfine and addressing 

_ any unanswered questions. On 

top of that, ft can include sever¬ 
al other bonuses such as origi¬ 
nal artwork or behind-the- 

_ scenes info. Some endings 

reveal codes or open up new 
features for the next time you play. These bonus¬ 
es are great because they both reward you for 
playing and encourage you to play again. 

O.K., now ifs your turn. I want to know what 
you think makes a good ending. Also, give me 
specific examples of game endings that have dis¬ 
appointed you, and what could have been done 
to make them better (but please be as brief as 
possible). As always, we'll take the top 
responses and run them in this space, so 
get 'em in soon! 

► Chris SIlrts 


incredibly intriguing storyline^ but the bottom line is 
that it could have enided a little sooner than it did. Was 
It really necessary to do battle with the Demon 
Quarter-Knights time and time again? Could Sony real¬ 
ly not think of more Boss characters to include in the 
game, instead of recycling the same ones to the point 
of boredom? 

I almost gave up on Wiid Arms when 1 set out to 
find the Ocarina to summon my Golem. It took so 
long to find the thing that I actually put the game 
down for over two months. I finally went back and 
beat it but when all was said and done, my memory 
card had me logged at just under 30 hours of game* 
play. To the average garnet 30 hours seems like a 
whole lot of game, but not when over 10 of those 
hours is spent doing the same thing. 

To make an RPG great, the story must be factor 
number one. and puzzles should be number two. Are 
you listening Sony? Next time, don't do the exact 
opposite again. 


Dave 

Kelesis 


.com 


Pause Faedback: Fabruary 

Can a Game Be Too Long? 

We started the Pause column a couple months 
back in February (issue 6). and your response 
was overwhelming! As promised, we are now 
running your letters here in this space. It was 
tough trimming down the tremendous amount of 
letters to the few that follow, but we picked the 
ones that took a slightly different angle to the 
subject. So without further ado, let s see what 
you had to say... 

The key is storylines. You need a good plot to keep 
going. Graphics and sound will carry an action game, 
but they only last so long. Final Fantasy VI! was a 
good, long game, and I was a little emotional when 
Aeris got axed! 

However. FFVI! was somewhat repetitive (did 1 
say that? I must be insane!). The random battles are 
really annoying and made the game boring at times. 1 
had done everything in your strategy guide except 
breed the chocobos. and I didn't feel like it, And the 
ending, as good as it looked, didn't talk at all about the 
individual characters. I still had a lot of questions. 

I think a long game is almost a bad thing (it's 
ironic because I love RPGsh. There is little replay 
value—since it takes so long to fin is h, you probably 
won't play It again afterwards. I couldn't go through 
FFVII again (I quit before I got out of the city) and 
sold my copy. 

My solution is to have a slightly shorter game with 
plenty of depth and different endings that affect the 
game on the next replay. I want a reason to beat the 
game and an excuse to play it again. Games that are 



fun need substance to have 
replay value. 

Matt Tpton 

MTtPTON@monm,edu 

I still haven't finished Final Fantasy 
Vli, for different reasons. Heading for 
the ending of the game and the final 
battle, i found that the monsters were 
making short work of my characters. 

Having never gone on most of the 
side quests, my characters weren't 
powerful enough to make it to the end of the 
game. So I found myself raising Chocobos and 
chasing down all the side quests, trying to make 
myseff powerful enough to play to the ending. 

In my opinion, this is not how the game should 
have gone. The side quests shouldn't have been that 
important and f should have been able to go right to 
the end without having to worry about them. It's actu¬ 
ally really irritating because now Tm not sure when I'll 
ever get around to finishing it. with all the other great 
games coming out now. It's unfortunate, because up 
until that point the story was fantastic, f was swept up 
in the epic and hopelessly addicted. Now, I don't reat- 
ly care, I invested all this time, and then it all fell apart 
at the end and became a chore, not a game, 

Chris 

Wootini@3olxom 

1 never thought I'd see the day when I would call an 
RPG "too long." Unfortunately this was the case with 
Arms. Wild Arms was a great game with an 


A hovirig o 

gr«ar 

some gamers just 
ctidfi't around 

to finishing Ftnal 
Fantasy V1L 


It is inevitable that games will get shorter— 
a LOT shorter, I land I suspect, many of 
your readers)’ would love to have the time 
and money to play most of the games 
you guys review every month. So many 
quality games are coming out, it's actually a 
little bit frustrating. Most people just can't 
afford (either in time or money) to play six 
or seven games a month. 

Now, what if games came 
down in price to roughly the price and 
duration of a movie? Say the aver¬ 
age game cost eight bucks (an 
actual possibility thanks to the 
cheap-to-produce CD-ROM and 
an ever-growing game^buying 
public) and was expected to fast 
two to six hours. Just imagine 
the level of detail and quality a 
developer could put into a game 
that was only three hours long. The quality of the 
game would improve, the gaming experience would 
be more Intense, and gamers would be able to play a 
much wider range of titles. 

Would you rather play one game for 30 hours, or 
the very best parts of 10 games for three hours each? 
Think about it, when was the last time you sat through 
a 50-hour movie? Would you really want to? 

John O'Fa! Ion 
john@maxum.com 

^ CHRIS; Good points, sveryonel The general 
consensus seems to be that developers need to 
be extremelY careful not to make the action too 
repetitious, but you can still never have too rnuch 
of a good thing. I was impressed that so many of 
your letters not only talked about the problems, 
but offered solutions as well. Let's hope that 
those game developers are listening! 
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◄ Continued from page 86 
through figures and sales projections— 
which, by the way, have not been signif¬ 
icantly inaccurate since inception. 

So to Sony I say keep up the great 
work. We, the gamers, love to see that 
our money has been well spent that the 
games are of increasingly good quality 
and that we haven't been inundated with 
numerous, costly, add-on peripherals, 

When Sony does decide to speak up, 
whether it be regarding a PlayStation 
sequel or otherwise, I'm sure it will be 
something well-thought and profound. 

Fabian Blache, III 
fabianb3@hotmaEl.com 

► STEVE: Uh, are you sure that you 
don't work at Sony, Fabian? All kid¬ 
ding aside, Sony has done a tremeri' 
dous job wrth the PlayStation. Even in 
the beginning, companies such as 
Sega and Nintendo scoffed at Sony's 
chances in the videogames market 
and didn't think that the electronics 
giant posed any sort of threat. Well, 
Sony proved them all wrong and has 
managed to secure the lead in the 
next-generation console market, it 
managed to do so because it had the 
attitude and the resources to bring a 
system to the market in a smart and 
cost-effective manner. And after all 
the effort put forth sp far, Sony would 
never leave the PlayStation or its 
owners behind In a cheap attempt to 
release a new console. That just 
wouldn't be financially prudent. You 
know Sony is going to be patient, 
and that the PlayStation is still going 
to be around for quite some time. 
However, when that new Sony con¬ 
sole does come out, you know it's 
going to be amazing and that PSM is 
going to be around to cover it 

Hello PSM. I warn to thank you guys for 
making the greatest PlayStation maga¬ 
zine there is. In fact, I find myself every 
month waiting by the mailbox for the 
next copy of your mag. I was wondering 
if there is something else you provide in 


between the time your magazine is dis¬ 
tributed, maybe like weekly updates on 
whafs new at Sony. Or maybe some¬ 
thing on what's happening with our PS 
counterparts in Japan. Sometimes it sim¬ 
ply seems too long to wait a month to 
get more great info from you guys, 
Anyway, thanks again for providing a 
great service to all PlayStation owners 
out there! 

Jerry 

Ss3aint@aol.com 

^ BLAKE: I hope you don't sit out¬ 
side too long wafting for the next 
issue. Otherwise, people will start 
catling you ''that mailbox kid," and 
honestly, just think of the havoc that 
could inflict on your social life! But 
guess what, Jerry? You're in luck 
because just a few doors down from 
our area the Amazing Adam Douglas 
and Judicious Jay Boor are hard at 
work updating PSM Online, our daily 
information website. So, hop on over 


to http://www.psmonline.com for 
daily updates featuring reviews, pre¬ 
views, news, and a healthy dose of 
really weird cool stuff. 

Your magazine is tremendous. For 
once, we (PlayStation) gamers have a 


Gettin' Down 
With Chibf Chan! 


I would just like to say that your 
magazine is great. And Td really like 
to say That your new section with 
Banzai Chibi-Chan rules. I love 
it! I'm looking forward to more 
great issues. Thanks. 


James Schulert 
magus1@teleweb.net 


You guys just keep getting bet¬ 
ter. The Japanese section is simply 
awesome, and I love Banzai Chibi-Chan. 
He is sooooo cute. Does he have an e- 
mail address ! can write to? Anyway, 
keep up the gocd work PSM. You will 


well-balanced publication that reaches 
in detail into all aspects of the PlayStation 
without constderably limiting one sec¬ 
tion or another. 

In particular, I would like to congratu¬ 
late Mr. Paris for his ability to achieve 
detailed reports of Japanese information 
on the PlayStation. Also, speaking fluent 
Japanese is an extremely invaluable tal¬ 
ent in his field. 

I would also like to extend my appre¬ 
ciation to Mr Liew for creating pages 
which draw the reader in, yet not distract 
or tear the reader from the text. 

Apart from this, I have a couple of 
questions for whom it may con¬ 
cern. I am an avid Strike series 
fan. I know that another Strike 
game is coming sometime this 
year. My questions are: 

1, Is there an official release date 
for the new Strike game? 

2. Do you know if there are any more 
Strike games in store after this one? 


Many thanks for your time! 


Tim Couchman 
CarlTausig@aol.com 


► GARY: Thanks! That's our job 
here at PSM—We strive to bring the 


continue to gain loyal read¬ 
ers like myself if you 
continue to Improve like 
you have been. 


Holly Sanders 

Washington 

BILL: Greetings to Sea-Town, 
home of the famous Dick's Deluxe 
Hamburgers!!! I used to live on 
15th Avenue West just north 
of the Seattle Funplex. 
Thanks a lot for your kind 
words regarding Nihon Game Otaku! 
Chibi can't be reached by e-mail, 
unfortunately, as he is swamped with 
fans on both sides of the Pacific Ibut 
he's a sucker for flattery! 1. 


best resource to you guys who 
deserve it, and we don't want to 
neglect the aesthetics and functional¬ 
ity of the layout. 

^ BILL: Glad you like the section, 
Tim! Make sure to spread the word 
about PSM!!! 

► STEVE: The Strike series has 
done considerably well for EA, so it's 
no surpns^ that a new sequel would 
eventually be released. This time, 
however, EA wants the series to grow 
more and have a different feel. This 
makes sense considering that the 
series has not changed much since its 
16-bit days. As for a release date, no 
official announcements have been 
made, but I would guess around 
Christmas or shortly after 

^ Hie next Strike ^ame is on ftie woy, Timi 













PlayStation 














s^-- 




AM C 


C O W TRO L 








§P^: Superior qukknesrlucecutfng 
comMK^ mov^i^i ^ 


-Vj 




OFF 


COMPATIBILim 118% CO 
with PlayStation™ games 

CONTROL; One hand intuitive gaming 
control with three modes: digitoi, 
analog, and simulated analog 


^ 

I 


different button layouts, 
settings, and y-oris (ujt/iileiii|ta 


now thru 
MAR. 31, 1998 




Available wherever video games are s o l 


For more infor mat ion v a i la a r l i t y , c h e c k out 

WWW.THEGl p Y E . CP^^oTsi^AiL 1 - §8 8 - 9 6 - Gi O V E 

^ ^ ■■■■J-'-J-.Jl 

^ and Reality Quest ore trnjfejmorks q! Produced under license by Sony Cornputer Entertaiturient fo^ko 

_Realiry Quest Cafpocation: for use SitN the PlayStation game console. PlaySolkiii and the 

fiaySftiflop logo are trademarks of Sony Computer Entetlainment Inc. 


DISCOUNT GIVEN @ CASH REGISTER! 

AT PARTICIPATING REtAILEflS NATIONWIDE 




rpiE 


VIDEO OA 


ME OONTROL 


FOR THE 

PlayStation 

Q AM E CONSOLE 


TM 


Offer riot fle COfTrfiffletf ivffrt oi/rer in-slore or mSffUfsctLi^r's.offBrs. 
Expire Marcel 3’!. f99B. 






L, ! 






vi'^-y 


Instant 
Discount 














innovative 


on the market 


-rSExtreme 

January 199 

















































A Glad that you 
liked our feature, 
Stevel ljet''s |ust hope 
that a few develop¬ 
ers read it, too.** 


I think PSM did 
an exceptional 
job on the 
"What Makes a 
Good Game" 
article [February, 

1998). Person¬ 
ally. Fm not 
sure if game- 
play really 
needs a brand- 
new formula due 
to the fact that it 
can still be 
improved upon in a 
tot of areas in 
established gen¬ 
res. Parappa more 
than likely has set 
the stage for a few clones, but more 
importantly, I think it has opened the 
eyes of many a programmer to the fact 
that games don't have to be fighting, 
shooting, racing, and so on. So much 
could be done, and it's a shame that a lot 
of good ideas are going to waste simply 
because they seem risky. 

How often do U.S, gamers envy our 
Japanese brothers and sisters for the 
games they get to play? Quite frequent¬ 
ly. If Parappa and Final Fantasy Vfl aren't 
proof enough of the stability of Japanese 
games in the U.S, market, I don't know 
what is. I think if Sony executives actu¬ 
ally took the time to hnd out 
how many U.S. PlayStation 
owners have chipped their 
consoles to play 
Japanese games, a light 
bulb would turn on in 
their heads, Granted, 
not every Japanese 
game will appeal to U.S. 
gamers due to culture dif¬ 
ferences. But companies are 
continuously throwing away 
considerable profit by not with ifve-ol^hn. 



making certain games avaiF - 

able to the US, 

Finally, US. game designers should 
take your "What Makes a Good Game" 
article and then look at a few Japanese 
games that have been successful in the 


U.S, I think they would see a resem¬ 
blance and hopefully follow up with an 
original idea, or at least push an existing 
genre further. 

Steve Austin 

Steve A104@ AO L :CO M: 

► CHRIS: Thanks, Steve! Y'know, 
we here at PSM are always debating 
over what it takes to make great 
games, We argue about it during 
work, at lunch, and on the week¬ 
ends* That made writing the feature 
a breeze, because we already knew 
exactly what we wanted to say. It's 
good to hear the people out there 
were listening! 

What Bonuses When? 

I am not normally prone to write to video- 
game magazines, but I am one of those 
people who devotes a lot of time to read¬ 
ing them. You guys seem to know what 
you are doing, and it looks like PSM could 
easily grow to become one of the num¬ 
ber-one selling videogame magazines in 
the market, 

Stephen is doing a wonderful job han¬ 
dling the reviews and previews, and 
manages to keep covering all the latest 
games. Sometimes when you read other 
mags they are simply behind the 
times, but not PSM. I also have 
some positive words to say 
about Chris, whose vision 
and experience from 
Ultra Game Play&rs 
seems to provide PSM 
with its own unique 
and special feel, 

I could easily go 
on about the magazine, 
but I don't think you need to 
hear it from me, PSM is cer¬ 
tain to grow greater than 

-- anyone has imagined. In my 

town alone It seems all my 
friends read it. The school library has 
already gotten its own subscription 
because of the high demand for the 
magazine. Keep up the great work, 


guys. You are quite appreciated and will 
continue to have many a subscriber if 
you continue in your high-quality and 
independence. Best wishes. 

PS: Chris, it looks like you are the more 
sports-oriented gamer at PSM* I was 
wondering what your favorite basketball 
and football games are. There are a lot of 
them to choose from, so I want to be 
sure to get some feedback from you 
before I fork over my hard-earned 
money* Also, are you guys going to have 
more posters in the future or stick more 
with the different stickers? I love them 
both, but I am curious. 

John Hannon 
psxJan @ hotmai! .com 

► CHRIS: Wow John, 
we're blushing! Thanks 
for all the kind words, 
and while Vm at it, I 
should thank evervone 
who has been filling our 
office with letters of 
praise since our first issue 
hit the stands* It means a lot 
to us that you guys are 
enjoying the mag so 
much, and your apprecia¬ 
tion Is what keeps us 
going when we're 
working into the wee 
hours on deadline. 

Mow for your ques¬ 
tions; my favorite hoops 
game right now would 

have to be EA's f*#Ve 'Sft - 

although I've yet to see a 
final version of Sony's new ShootOut 
March Madness looks to be a solid 
college basketball title, but I don't 
think it will be a real standout until 
next year's version. When it comes to 
football, I've got to go with GameDay^ 
no question, Madden looks like a 16- 
bit game compared to it! As for our 
bonuses and such, we'll keep mixing 
rt up to give you lots of different stuff* 
We wouldn't want you to get tired of 
any one of them! 



A K«vin, ywll 
ta keep an eye 


First, let me tell you that you have a great 
mag going. It's about time someone 
made a magazine that is totally dedicated 
to the PlayStation. Your news section Is 
really good. 'Nuff said. I also have some 
questions for you: 

1. When will another RPG with FFVUs 
great story, gameplay, and graphics come 
to the PlayStation? 

2. I heard about a game called Xeno- 
gears. What type of game is it and when 
will It be out? 

3* What happened to the lid stickers? I 
would rather have one of them than 
a double-sided posterl 

4. What is PSM's favorite 
type of game? 

Kevin Niemczyk 
Kjn345@aoLcom 

► CHRIS: You got 
some questions, ] got 
some answers! 

1. Who really knows 
what will come in the 
future, but we can always 
hope that new RPGs will 
attempt to top FFVtiln all 
categories. You should 
keep an eye on Dragon 
Quest Vtt from Enix, 
and, of course, Final 
Fantasy VttL 
Z. Xenogears\s an RPG 
from Square, and it 
really looks hot! It 

- should already be out 

in Japan by the time 
you read this. The game is heavily 
rumored to be on the way over here as 
wefk but 50 far no release date has 
been mentioned. 

3* Okay, we hear you! Each month we 
like to give our readers some kind of 
bonus, but we try to vary it up so it's 
not always the same thing* Variety is 
the spice of life, Kevin! 

4. Everybody here has their favorite 
genres, but as a whole, we like 'em all! 
Okay, so we do hate full FMV-based 


definitely want 
an X&nog&arst 
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CITIZENS, 
HERE COMES 
L. 8LAST0! A 


.L YOU 'W turn 

JUST T the power 
TUP?/ i OFF IF I 
I CANT HAVE TO/ 
TFUCS TT AKJyj^^ M 
^ AAORE/ 


V I ftfly CAP N, ^ ;^ncIENT 

HOW'P YOU SET CHINESE 
^^SHASA' ' /'I'i' THESE SECRET? 
■ OELLIC BABY, BABBSr* ^ - A 

^^yFFHJA, 

^YV BUY'^^I 
THAT FOR AB 

^POUMl! M. 


SHUT 

J4P! 


F&Ay PARTKER^ 
ARE you REAPy TO 
BUST SOME ALIEN 
^ HBAPS? 


^ JUST^^ 
Ci^BAN iivim 
^ FRIENP/ A 

GIWT 


^ HE/ PAL,^ ■ 
WHAT AM L ■■ 

CHOPPBQ 

FRIENP 

NO 

f PROBLEM, V 
L KIAAOSABE/ STIl 


^ POES ^ 
JACm CHAN 
PO HfS OWN 

^STUNTS? A 


HOW 


JAt:KIE' 

JNHO?^ 


► WOW, ~ 
MUSCLES ANP 
^ BRAI NS/ 


^MAMA 

M/Af 

SPAN^ 


games^ but thankfully Digital Pictures 
went out of business a long time ago, 

Td like to congratulate you guys for mak’ 
ing s jch a great mag, I have some ques¬ 
tions for you; 

1- IVe noticed that there are barely any 
advertisements in the magazine. If I 
were to open up some other magazine, 

I have to skip five pages before I get to 
the table of contents, then five more to 
get to something I can read, I really hope 
you don't stoop that low. Sure it brings 
in the cash, but doesn't a smile on your 
readers faces mean more? 

2 . f know It's only been two or three 
months since the release of Armored 
Core, is there any word on AC2? 

3. What kind of release date is on Front 
Mission Alternative? It will be coming to 
the U.S„ right? Is it going to be more like 
Mech Warrior or Armored Core, or 
something totally new? 

4. What's the word on the 007 game 
coming to the PS? 

Dave Sayles 
dsenvy@juno,com 


► BLAKE: Gee, thanks Dave, Now 
let's about some answers: 

T Well, we try not to clump up the 
ads too much to help the mag flow 
a bit better. However, the more ads 
we get, the more editorial pages we 
can publish—so iVs even better for 
our readers. 

2. A mini-sequel was released in 
Japan called Armored Core: ProjecX 
Phantasma that added new parts, 
new weapons, and new arenas to 
fight in. No anr^ouncement has been 
made as to whether this is coming 
to the U,S. or not, 

3. Front Mission Alternative has al¬ 
ready been released in Japan, and as 
of this writing, no U.S. publisher or 
release date ts known. Despite its 
incredible mech graphics, FMA is 
actually more of a strategy game in 
the vein of Command and Conquer. 

4. Good news! A 007 game is com¬ 
ing to the PlayStation courtesy of 
MGM Interactive, Ws based on the 
new movie Tomorrow Never Dies 
and is being developed by Black 
Ops, the creators of the excellent 
Treasures Of the Deep. From what 
we've seen, the game will have 
both driving and first-person game- 
play segments, but how similar it 


will be to the N64 Bond title 
remains to be seen.,. 

Oil Raider? 

i just wanted to drop you folks a line say¬ 
ing how much I enjoy your magazine. 
It's definitely one of the belter 
PlayStation-devoted zines. I'm a 37-year- 
old who only got into console gaming a 
year ago through the influence of my 
nine-yearold son, The first game I ever 
bought and played was Tomb Raider, 
and I was quite frankly blown away by 
itJ ! never imagined that this level of 
graphic splendor and character control 
existed. I especially liked the exploration 
theme, and the lush environments. I 


paused often during the game just to 
look around and take in the beauty of my 
surroundings (I say "my" because the 
game drew me in to where I wasn't just 
a passive observer). I liked the fact that 
there were few enemies to bother 
"me" as I used my brains to get through 
the levels. The music was astonishing 
as well—so tastefully unobtrusive—and 
the heavily reverbed sound effects in 
caves were just right. 

So what is my point? Tm writing to 
express my extreme disappointment 
with Tomb Raider 2 .1 think a big mistake 
was made in adding more (and mostly 
human) enemies. It takes so much 
away from what I think is the game's 
strength: the gorgeous graphic envi¬ 
ronments and the puzzles. And don't 
get me started on the choice of 
locales! An oil ng for fnck's sake!!! 
When I buy a game called Tomb 
Raider, I expect to be exploring 
tombs and the wonders of ancient 
architecture. Gamers could be 
exploring Cambodian temples, the 
city of Macchu Picchu, or some wild, 
Lovecraftiar} City of the Old Ones in 
the Antarctic wastes. Instead we 
get an oil rig and a ship-wreck [ 

On the plus side, Lara looks bet¬ 
ter than ever, and the new moves ► 
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< are hot! But I think the game could 
have been so, so much better, Tm sure 
i'm in the minority on this, but thanks tor 
listening to me rant. 

Timothy E. Johnson 
West Des Moines, IA 

^ NOAHi You made some good 
points that I actually agree with, 
Timothy. During the course of writing 
the strategy for the game, I played 
through it three times. I, too, was dis¬ 
appointed to find myself exploring lev¬ 
els of cold and uninteresting metal 
structures when I should have been 
solving centuries*o!d puzzles and 
traps in some tomb. And what's with 
the Floating islands? As soon as 1 got 
to that level I was completely drawn 
out of the game. Such a place would 
never exist I understand what Core 
was trying to do, but such areas 
should have been left to a future chap¬ 
ter and not in the sequel. 

1 was looking for some more of 
what made the first installment so 
interesting—lush environments and 
complex puzzles. The first level of TR2 
got me pretty excited with the out¬ 
door areas, and the Venice levels were 
cook After that, the game fast that 
""special feeling" that the first one had 
it's still a fantastic game and I would 
encourage anybody to check it out. 
But I have to admit that with the 
sequel, some of the magic was lost 

I am an avid reader of your mag and I 
must say it's great! i have a few ques^ 
tions for you that I hope you can answer: 

t Are there any plans for a Popuious 
game on PS? If has a released date 
been announced? 

2. 1 heard of a game called Construcror 
that is similar to SimCity in some ways. 
When IS it due out on PS? 

3. Are there any plans for a lacrosse game 
on PS? I think one based on the Major 
Indoor Lacrosse League would be killer I 
fVe already asked EA about it, and I'm 
waiting for a reply. 

4 . Is there a Dragon sequel being 

made for PS? If so, when is it due? 

5. Will there be a Twisted Metal 3, Ve 
Fighter Vs. X-wing, or a port of Carma- 
geddon for PS? 

I also think you should add a bragging 
rights section to your mag, I know you 
can't believe everything people claim to 
have done< but you guys are surely able 
to weed out the evikioers of the gaming 
realm. I have beaten the Emerald and 
Ruby weapons in FFVIi, I had three 
Master command, two master magic and 
two master summon by that time. Need¬ 
less to say all my characters were at level 
99 and I maxed out the clock at 99:59.59. 
{My actual playing time was about 125 


hours! It's 3 long cold winter in Wis¬ 
consin I) Sephiroth was a breeze after all 
that. Thanks for your time! 

Chris Schultz 

46927740@cyberstreetcafe,com 



A Th« next Dragon Quest is in ihe works 
Ckris, but it remoins shrouded in mystery. 


► BLAKE: Ack! Not only a whole 
slew of questions, but also some pret-^ 
ty tough ones. Let's tackle them first 

1. Bullfrog announced that it is indeed 
porting Popuious 3 to the PlayStation. 
It looks pretty cool, with a full 3-D 
world and plenty of natural disasters 
to inflict. As of yet we have no release 
date and haven't seen a playable. 

2. Constructor is similar to SimCitY in 
many ways but packs in some wacky 
design and quite a bit of humor Ac¬ 
claim is still working hard on the port 
of the PC version, but no definite re¬ 
lease date has been announced, 

3. Nobody here has heard anything 
about a lacrosse game. 

4. Dragon Quest Vii {Dragon Warrior in 
the U.SJ has been in development at 
Enix Japan for over a year, So far, 
nobody has seen anything about the 
game, and Enix hasn't even given a 
release date. One thing's for sure— 
expect this one to be a monster title in 
Japan. Hopefully, Enix will follow 
Square's lead and bring the game over 
to the U.S, 

5. None of the games you've men¬ 
tioned have been announced at all, but 
a good source told me Sony is hard at 



work on Twisted Metai 3. We're doing 
all we can to find out more. 

As for a bragging rights section, 
well, I guess we have a couple of 
outlets for that kind of "boasting," 
The first place would be the letters 
column \\,e. your letter). The second 
place would be our Top This win¬ 
ners, who are in effect boasting 
some incredible skills. Personally, ITI 
admit that the sheer amount of time 
you spent on FFVH impressed me! 

If We Could Just 
Pause for a Moment... 

I just wanted to e-mail you guys thanking 
you for all the hard work that you do on 
PSM, Adding sections such as PAUSE 
makes the magazine even better. My 
friends and 1 love to get into discussions 
about whatever topic Chris brings up 
each month. I hope you Gor>tinue to add 
new and exciting sections that cause 
your readers to think about stuff. I am 
tired of other magazines because they 
don't make you think about anything. 
Once you have read through them, you 
might as well throw them away. 

Also, your letters section is one of the 
best. It is one of my favorite sections of 
the magazine, because the answers are 
written intelligently and with some per¬ 
sonality. I simply hate it when letters are 
answered simply with a yes or no 
response, which a lot of other magazines 
do. Anyway, keep up the amazing work 
and continue to provide innovative, 
thought-provoking content like the Pause 
column. Your readers will love you for it, 

Andy Niles 

(No address provided) 

A lot of magazines out there are happy 
with where they are, but not PSM. You 
guys just keep surprising me each month 
by adding such neat sections like Pause. 
It's nice to have a videogame magazine 
that actually asks its readers to think for a 
change. I thank you for that Just don't 
ever become content with where you are 
and you will be fine. Look for my reply to 
last month's Pause column shortly. 

Mark Monet 
fun„guy@aol.com 

^ CHRIS; Thanks guys! It sounds 
like we've got a winner with Pause, 
WeVe constantly trying to come up 
with new stuff to add to the maga¬ 
zine to make it even better. So if you 
guys ever coma up with any new 
ideas on stuff you'd like to see in our 
mag, pass 'em our way! 

I was just wondering if you guys heard 
anything about the PlayStation conver¬ 
sion of X-men vs. Street Fighter, I heard 
that Capcom is coming out with a spe¬ 


cial version of it called X-Men 1/s. Street 
Fighter FX. You car pick two characters in 
this version, but only one can fight while 
the other does special moves. Can Sony 
do anything about the PlayStation's RAM 
so we can actually play a REAL version of 
this game? What about the port in the 
back of the system, the one the Game 
Shark fits into? We are going to miss out 
on a lot of killer games because of this one 
flaw {Darkstatkers 3, Street Fighter 3, and 
Marvel Super Heroes vs. Street Fighter 
just to name a few), I desperately want 
these games to come home, and I don't 
want to have wait for the PS2 or go else¬ 
where for them. 

Joe Tabako 
jtabak@RFPPcom 

► STEVE: If you checked out last 
issue's Monitor section, then you 
should have the up-to-date info on 
Capcom's latest fighting game. It's true 
that while you can choose two different 
characters at the start, you can only 
play as one of them. The second char¬ 
acter makes an appearance when you 
execute any sort of Team Attack. 

Sony can't do anything about the 
RAM limitations of the PlayStation 



A The PfoySticition moy have Knolly met its 
match in Stneet fighter Vs* X-Aien, Joe, 


because of its design, The Parallel I/O 
port on the back of the PlayStation 
would not easily work due to the over¬ 
all low bandwidth. The PlayStation 
would rtot be able to pull data from the 
external add-on memory fast enough, 
causing slowdown and freezes during 
gameplay. There is a chance that Sony 
could get the port to work, but it would 
probably be bad. The moment you 
release a peripheral like that, you auto¬ 
matically split up your user base. Some 
people would buy the upgrade, but 
most would not. And since developers 
design games around what the major 
population has, there would be little to 
no support for the add-on, 

Granted, there is still a good chance 
that Capcom will release games such 
Street Fighter Ht and Darkstalkers 3, but 
you will never see games such as 
Marvei Superheroes appear on the 
PlayStation in their original form. They 
simply have too many frames of ani- 
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Art 


Welcome to the Fan Art section! Each month well be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If youVe done an illustration that you'd like to see printed here, 
then by all means send us a copy I (Wetl take originals too, but we won't be able to return them), 
Address it to PSM Fan Art, c/o Imagine Media, tSO North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy making that art! 



▲ Seam McGority draws a really cute Felicia, 
and more at htt]3://<aravon..nomod.net/ 
•^rte mis/graph/index .htmk Here kilty, kitty I 


► This one came to us from l>wayne 
Lukasik out of Attica, NY. It isn't bard to 
guess what he thinks about all doyl 


▼ Our Chibi-Chan artfst Robert DeJesus 
keeps puttin' out super fan art in his spore 
time ot http;//www.n infadeath.com/ 
□tcandy/bobl.hlml, like this cute ff£ picl 


d John Kim is by far 
one of the best fan' 
ortisis weVe ever 
seen—you simply hove 
to check out the rest of 
his stuff. Just dial up 
http://www.geocrties. 
com/Tokyo Aemple/41 
S6/. Go nowl 







^ Our second Resident 
Evil pk ifiis month 
comes from Dollai 
Rogon, who has lots 
of great Stuff to See at 
http: //ccmnoon ville.si 
mplenet.com/. 
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A. Vdnesso Adorns sure knows her stuff. 
Check out cool illusirationt like this one 
at http;//eag1e.ca/-codamf/lex.htm. 


mation to deal with. As a fighting 
game fan myself, 1 can understand 
the torture that you are going 
through, Joe. I would love to see all 
the Capcom fighting games appear¬ 
ing on the PlayStation in arcade-per¬ 
fect form, but we are just going to 
have to be a little understanding and 
patient After ail, good things come 
to those who wait.. 

Your strategy sections are awesome. 
With six games with strategies, and 
many others in past issues, your maga¬ 
zine has helped my friends and me out 
a lot, saving us a Jot of time and frustra¬ 
tion. My friend would have never gotten 
out of the third level in Tomb R^idof 2 
without the strategy. 

Those pull-out tip sleeves are also 
cool. I have used just about all of them 


to my advantage, and have discovered 
lots of moves and secrets that make 
games more fun. 

To get to the point, of all the maga¬ 
zines I subscribe to (five, including this 
one), I find yours to be the most infor¬ 
mative of the lot. The codes, strategies, 
reviews, and previews have been a big 
help in knowing about the games that 
are out there. 

Sear Murphy 
LordSeanX@aoLcom 

► STEVEr Well, strategies have 
always been an important part of 
videogame magazines so we wanted 
PSM to have the best. Noah has done 
a great job as our Strategy Editor and 
IS always busy figuring out the 
secrets on the latest games. He never 


seems to sleep, and it is afl for you 
guys, our readers, f am also glad that 
you like our tip cards, which is anoth^^ 
er unique feature that PSM brings to 



the market. We have gotten a lot of 
positive responses about them, so 
you can bet that they are going to be 
around for a long time. 

Of course, Noah is always on the 
lookout for ideas on how he should 
improve both the codes and strate¬ 
gies section, so feel free to e-mail him 
at nmassey@ 1 ma 9 inemedia.com if 
you have good ideas. He will love to 
hear from you. Just don't tell him 
that I was talking about him or he 
might start developing an ego. 

4 We're glad Hhat you've gotten some 
90 od use out of our strategies, Sean I 
Noah realty busts bis butt on 'em. And 
now that he's recently become a dad, he's 
guaranteed not to have any sleep at all 
until the new milleniumi 
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Each month, we put together three tough tests of skill—if you're good 
enough to meet the PSM challenge, you can win cool prizes and see 
your name in print! Remember, only one winner will be selected from 
each challenge, so get your entry in early. Send in your entries to PSM 
Top ThisI, do Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. 
Sorry, we can't return any pictures or videotapes you send. 
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Challenge #1: Diablo 

Beat Diablo 

Diabb is a pretty tough game. Only the most dedi¬ 
cated and patient of players will make it all the way 
through the dungeon to finally beat Diablo in com¬ 
bat. After you've beaten Diablo, you'll get a short 
cinema for your victory, Send us a videotape or 
Polaroid of this ending as well as a short (200 words 
or less) description of your idea for a new and 
unique ending for the game. Your short story can be 
for any of the three characters. The writer with the 
best new ending will be the winner. 


Challenge #2: Blasto 

Get the 40 babes! 

One thing you may have noticed by now is that 
Blasto is a huge game (with a huge vocabulary), This 
is a contest for the hardest of the hard-core Blasto 
maniacs: if you have the time and the skill to rescue 
all 40 of the babes throughout the game, you will be 
rewarded by being allowed into a secret area. Be the 
first to send us a videotape or Polaroid of Blasto in 
this secret area and you'll be the esteemed winner. 
Oh momma! 


Challenge #3; Resident Evil 2 

Find Tofu and beat the game 

Resident Evil 2 is host to several cool secrets and it s 
going to take a master gamer to find them all. Are 
you up to the challenge? All you have to do is earn 
every one of the special weapons, costumes, and 
characters that are hidden in the game. Sound easy? 
Well, it isn't. To prove your worth, send us a picture 
of the ir^ventory screen showing all of the special 
weapons and the Special Key, arrd also one of Tofu 
(the last secret character). Only then can you truly be 
considered a Resident Evil 2 master. 


I 

i 




Hey, who says that all vidfeogamer* ever 
do is sil on trair ass playing games? Itiis 
month we look it to the streets of San 
Fran,! PSM-style» Check oirt our hype gear! 


Oh no—^we're almost at the end of the issue! Man these things go 
by fast... Anyways, before we go, here are a few parting shots: 






^ Bill on holy 
ground—a 
Chkk‘Fil-A 
restaurant. 
Actually, the 
only reason 
that this pic¬ 
ture is in here 
is because 
Chris is hope¬ 
lessly oddkt- 
ed to the 
place. As he 
puts Hf 'Taste 
it ofice ar^d 
you'll love it 
for good." 


A Noah ar>d his wife Jana finally had their baby girl, ReeseL Tp celebrate, 
we're dedicating this mofith's PS section to 'em bath. CongratulaHpns! 


Now that the 
boby is finally 
here, Ncxih's 
back to his old 
fancy-free, 
brook dancin' 
self ogain- 


< WhoOj check 
out the hoirl This 
pk of Noah was 
token from a 
weekly alterna- 
trwe video show 
he used to host* 


A Just because we were curious, we came 
up with this horrifk picture of what 
Noah's kid could have looked like. Ytkesl 
Some things ore fust better left p mystery. 
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fD buy, sell 
d anything els 


□ r trade gam 
related^ tcL^ 


s, peripher- 
playstation 


Got some old games lying around collecting 
dust? Maybe you've already tried the old '1 got 
these by mistake for my birthday" excuse at 
every shop in town, but no one will trade them? 
Then get rid of 'em here, for free! 


► Travis Myers 

virrcentvalanfineQliotnnaiLoorn 
142 Mynle Ave, 

Gallipolis, Ohio 45S31 
Trade Type: Sell Jtem^ Games 
Description: I have these PlayStation games for 
sale for SI 7 each, or a discounted price for the 
whole lot of them; Resident Evil: DC. 

Tobai P h Armored Core, Wild Arms, and To$hir\- 
den I&2 I will sell them all at once fot SlOO, If 
interested, please e-mad me. 

► Alex 

cyber-vertigo@webtv.net 
2862 E. Impala Ave. 

Mesa, Arizona 85204 

Trade Type: Want Hem: Games 

Description: Any PlayStation Underground CDs. 

Ryan 

psxgam u r^geocitres .com 
PO Box 1495 

Placerville, California 95667 
Trade Type: Sell, V'Jani Hem: Games 
Description: I have Jet Moto, Romar^ce of the 
Three Khgdoms IV, Twisted Meta! 2, and Tekken 
2 for sate. They will be $20 each, and I wilt send 
therm COD. All of the games are in great oonditiorr, 
and the instruction books and jewel cases are 
included. I will consider trading any one of the 
games for a Japanese analog pad, which must 
work properly. Mail me or get back to gaming! 

► Mike Hale 

hcsnider^a Ipha. wcoi I . com 
5565 Sandusky Rd, 

Lima, Ohio 45801 

Trade Type: Want 

Hem: Console System, Accessories, Games... 
Description: Stuff wanted—anything for Play¬ 
Station. Games, accessories, con&otes, other 
things for Sega Genesis. 

^ Pinball 

Travis@Siieings.com 
3831 51st 

Lubbock, Texas 79413 
Trade Type; Want Hem: Accessories 
Description: Does any one have an ar^alog corv 
(roller for sale? 

► AndyCho 

9010 N, Keeler 

Skokie, Illinois 60076 

Trade Type: Sell or Trade Hem: Games 

Description: Final Fantasy Vlt for $20, Resident 

Evff for $20, Street Fighter Ai 0 hB 2 for $15, and Jet 

iVtoto for £10. 

► Vince 

vince@colJege-net .com 

Trade Type: Sell, Trade, Want Hem: Accessories 
Description: I have Mortal Combat Myth: Sut> 
Zero, Madden '97, Need for Speed il. Will enter¬ 
tain all offers. Wouldn't mind trading for Tomb 
Raider II. I also have a Mad Catz Steering Wheel 
that I would like to trade even for an Ascii Mach II 
Steering Wheel. All my games & accessories are 
in perfect condition with boxes, instructions Si 
books. I am also looking for old Atari 2G00WCS 
games & accessories. All reasonable offers con¬ 
sidered. No crap! Be reasonable. 


■RD of the mONTFI 


^ MikeColtins 
mc320@ hotm at I. coni 
Trade Type: Want 
Item: PlayStation 

Description; I have a Sega Saturn— 

V_I___ 

^ Tom Gibbs 

ANTlmp1999@AOL.Com 
Trade Type: Sale or Trade Item: Games 
Description: The game rs kVrfcf Arms and it is 
completely un-scraiched. I am asking $40 (shiE> 
ping and handling indudedk or HI trade it for anoth¬ 
er good gamels). If you would (ike to trade or buy, 
e-mail me. 

►► Brodie Broderick 

AirBrodie@aol.com 
Trade Type: Want Hem: Accessory 
Description: I want the Japanese version of the 
dual shock controller, willing to pay normal pnee. 
E-mail me. 

^ Justin Gunzalez 

rufuscandydog@postoffice.worldr^et.att.riat 

El Paso, Texas 79936 

Trade Type: Want Hem: Game 

Description; I'm looking for the Legacy of Kain. I 

will buy it for 20 dollars ill Please respond A^S.A.P 

► Chris Farmed ee 

morro wlandSjuno, com 

Traverse City, Michigan 

Trade Type: Sell Hem: Games 

Description: I'm Selling Ace Combat 2 for $25.00, 

FFVIi for $35, Twtsted Metal 2 for $20, Twisted 

Metal 1 for SI O, and fade to Sfactfor $10. 

► Von Munchausein 

haavok@aol.com 

Trade Type: I want itll Item: Games 
Description: I am looking for used games. Will 
pay cash. E-mail me for details or a deal. 

► Ted Wolff 

wDfff@cabinf ever, win. net 
2191 630th St. 

Newell, Iowa 50568 

Trade Type: Buy Hem: Games 

Description: I'm looking for cheap RPGs, Sports, 

and Platform games. Good condition. E-mail me 

about any other games. 

^ Sang-Heon Song 

songsan 1 @pjlot.rr su .edu 
Trade Type: Sell Hem: Games 
Description; Tm selling some games here— 
FFVII: $33, Resderit EVti: $20, Resident Evil: DC: 
$25, Tekken 2 :$20, All games are in excellent cort- 
dition. Interested? E-mail me. 

^ Craig Lehocky 

nerd888@hotnnail.com 
155 Lawnview Dr. 

Freedom, Pennsylvania 15042 
Trade Type: Sell, Want Hem: Games 
Description; Tosbrnden I $15 obo. Defcofi 5 $10 
OtX). Final Fantasy Vlt ^0 obo, Nascar '98 $25 
doo. I want Resident Evil^ Rrven. 


yes, a Sega Saturn, f have Virtuat 
Fighf^F Z, f/irtuai On, Tomb Raider, 
i Daytona USA, Virtuat Cop, and X- 
Men Children of the Looking 
to trade for one PlayStation.” ^ 

__ - > j, y 

^ Jonathan J. 

308 Colombo Ave. 

Sierra Vtsta, Arizona 85635 
Trade Type: Sell, Trade Hem: Games 
Description: Tm looking to sell these games, but 
I’ll be willing to trade any of them for fFVli. All my 
gannes are like new, with manual and case. Tomb 
Raider 2 Wudesr Srnke £30, Far}demof}tun-\ 2 

$30, Svtkoden $30. I will consider other offers. 
Also, ask me about my imports! 

► Matthew Holmes 

holmes@BRlAR-CLlFF.EDU 
3303 Rebecca St. 

Sioux City, Iowa 51104. 

Trade Type: Trade, Sell Item: Games 
Description: Madden '97, Blood Omen: Legacy of 
KaIn, Kir^gs Field It, and Tomb Raider tl (which I 
bought January 1st. It's almost brand newl, 1 am 
also looking for a PlayStation 4-way adapter 

► Andrew Page 

tokel7@aol.com 

23 Bright Oaks Circle 

Rochester, New York 14624 

Trade Type; W^ni Hem: Accessories 

Description: I'm lookir^g fora cordless PlaySiatron 

controller. Will pay between S20-£40. 

^ Mike Bagarello 

MASE2636@juno.com 
23 Sunset St. 

South River, New Jersey 08882 
Trade Type: Soil, Trade Hem: Games 
Description: I have N8A Live '97, MiB '98. Triple 
Play '98, and Command & Cooguenhat I'm trying 
to gel rid of. E-Mail for prices. 1 also want by trad¬ 
ing: Madden '93, Parappa the Rapper, NHL ‘98, 
and a 4-plaver adapter. 

► Eric 

E man8880@aoLcom 
Trade Type: Trade Hem: Games 
Mortal Kombat Tniogy, Star Wars Rebel Assault 2, 
Ar}dretti Racing, Die Hard Trilogy, Command and 
Conquer, Soviet Stnke, Wing Commander 3, Need 
For Speed, Armored Core, Bogey Dead 6. Black 
Dawn, and Road Rash for trade. All games in good 
condition and have instructions. 

^ Lance Lantow 

Lancel968@aol.com 

1403 Snowy Cloud Way 
Santa Rosa, California 95409 
Trade Type: Trade Hem: Console System 
Description: I would like to trade my PlayStation 
jin boxi with extra controller (2 total} for a Neo-Geo 
system iCO or Cartridge based, doesn't matter) 
with 2 controllers as well. Anyone interested. 
Please e-nnail me, we can work something out. 
Thanks for your time. 


^ Ronald Edwards 

fedwards@ezl.com 
260 Madfson Ave. 

Alton, Illinois, 62002 
Trade Type: Sell, Trade Hem: Games 
Description: I want to trade or sell Street Fighter 
EX Plus. One, and Crash Bandicoot I'm looking for 
G/ios? In the Shell, Duke Nukem 3-D Total 
Meltdown, or Alundra. I well sell Crasd 2for $30, 
and One and SFEX P/us for £35 each. E-mail me. 

^ MiHon SmHh 

miit1@webtv.net 

Trade Type: Want, Sell items: Games 
Description: Wanted—flom^noe of the Three 
Kingdoms 4: Wall of Fire. For Sale— Racer, 
'Warhammer, Commar^d & Conquer, and Sfeef 
Harbinger, Wili accept best offer, 

Chris Miller 

PSXPAL1@aol.oom 

Trade Type: Trade, Sell, Want 

Hem: Games, Console System 

Description: 1 am Trading all kinds of Genesis 

games for any PS game that has case and insiruc- 

ttons. E-mail me and we will make a deal. 

^ Homewood5@aoLoom 

8 Homewood Way 
Montclair, New Jersey 07042 
Trade Type; Trade, Want 
Hem: Games, Accessories, Other 
Description; I want fighting Force, Jet Moto 2, 
Star Wars, MK Mythologies: Sub^Zero, WCW 
Nitro, and Need For Speed 3. 1 will make a prof¬ 
itable trade or buy, 

^ Eric Canlas 

eric_c82@hotmai I . com 
800 Pennsylvania Ave. #12 
Beaumont, CaJifomia 92223 
Trade Type; Want Hem: Games, Accessories 
Description; I'm looking far and want to buy 
Suikoden, Marvel Superheroes, Tobal No. I Resi¬ 
dent Evif: DC, Tomb Raider Z Sony demo discs, 
and aocessones like a GameShark or a Sony con- 
tfoller. Please e^rsail me if you're interested in selF 
ing any of these items. 


y G€T 

OF dkD Gf1IYf«'!i%a 

If you'd like to place your own, totally freej 
ad in PSM, just jot down your 
address and/or e-mail; tell us whethe^' 
you're looking to trade, sell, or both; and,, 
give us a brief description of what you're^ 
offering or want. Send all of that iirfo to: ■■ 


PSM Marketplace, 
c/o Imagine Publishing 
150 North Hill Drive 
Brisbane. California 94005 


You can also send e-nrvail^): 
psm@jm agi nemedla .com. 
put "marketplace" in the subject heading.) 



(9e sure to 


BTW, we can't vouch ;fGr the credibility of'. ^ 
any of the people who place ads here, so’ 
swap at your own nsk! 


* 
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Tekken 3 Massive Blowout 

It's Namco. It's Tekken 3. It's on PlayStation. Need we say 
more? Man, if your mouth isn't already watering, then you just 
aren't a red-blooded PlayStation fanatic! Y'know the insane 
^^R^amount of coverage that we've given Resident Evil 2? Then 
HHB you know what to expect when PSM goes to town on a 
heavy-hitting game like Tekken 3. Miss this one and 
you might as well just quit playing games! 


Biasto Babe-'D'-Rama 

Next month we're giving you the tips you need to pick up all the babes in 
Bfasto, plus the inside track on a few other secret goodies. If you miss out on 
this one you'll really be kicking yourself, because you won't BELIEVE ^ 
what happens when you get all of the babes! ^ 


^ONWARP,^ 
~ LIGHTNING ^ 

ST^Vi PONUrS 

LIE AHEAD, RIPE 
POR PLUNOBRf 


Toys have been based on comic books, cartoons, movies, and other licensed 
properties—but what about videogames? Well, the good news is that toy 
^ makers are finally realizing there's a huge untapped market out there, filled 
I with die-hard fans who would quickly slap down the cash for the lat- 
I est videogame-inspired collectible. Next month we're bringing you 
all the up-to-the-minute info on PlayStation-related toys, straight 
w from the annual Toy Fair trade show! 
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The LATEST PlayStation headlines 
The NEWEST PlayStation codes , 
The MOST PlayStation games i 


Dead or Alive Mortal Kombat 4 

Mega Man Nova Tomba! 

Batman and Robin Gran Turismo 

San Francisco Rush And tons more! 
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Release jhe dragons inside..*transfcirin info 
different forms, each with unique 
1 abilities. 
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^The lone survivor of o legendary dragon clan, a rebellious youth 
embarks on o great journey. One of disco very...and danger. < 

^ ■ ■ * - * -^^0° ^ ^ r- ... V t ^ 

An inner power of uncertain origin forces Ryu to become a 
worrior. Unwillingly driven by this power, the young hero is led down 
a path to discover his history. What lies there is shrouded in mystery., 
yet strangely familiar. 


Now you possess the power to control his destiny...dnd yours 
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